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4 dis wh! we play 
Nothing but Hazz 


Hts throws the Main, and crys, Who comes at Seven? 
Thus with 4 dry filicks it with Eleven. | 
If out, be raps out Oaths I dare not fel, 
8 out, and newly come from Hel. 
Old- Nick o're-bearing, & 4 Palming-trick 
Secures the Gameſter; thus the Nicker's nickt, 
Now # Iriſh, or Back-Gammoners we come, 
Who their money, with their men ſafe bone ; 
But as in War; ſo in this ſubtle Play, 
Ile ſtragling men are ta ne up by the way. 
By entring then, one reinforceth more, 
may be 10 be loſt, as as before. F 
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HE 4 781 Le To THF RE YER i 
FT Was once reſolv@ to 
have let this enſuing 
Treatiſe to have ſtept nake 
into the World, without fo 
much as the leaſt rag of an 
Epiſtle to defend it a little 
from the cold welcom it may 
meet with in its travails ; but 
knowing -that not only cu- 
ſtom expects but neceſſity 
requires it, give me leave to 
ſhow you the motives indu- 
eing to this preſent publica- 
tion. | 
It is not (Ele aſſure you) 
any private intereſt of my 
own that caus d me to ad- 


A4 ven- 


nature, but at ſome time or 


© The Epiſtle, to the Reader. 
venture on this ſubject, but 
the delight & benefit of eve- 

ry individual perſon; Delight 
to ſuch who will paſs away 
their ſpare minuts in harmleſs 
recreation if not abus d; and 
Profit to all, who by inſpect- 
ing all manner of Games may 
obſerve the cheats and abu- 
ſes, & ſo be arm d againſt the 
injuries may accrue thereby. 
Certainly there is no man 
ſa ſevere to deny the lawful- 
neſs of Recreation; There 
was never any Stoick found] la 
ſo cruel, either to himſelf, or ki 
re) 


othe 


The Epiſtle to the Reader. 
other he would unbend his 
mind, and give it liberty to 
ſtray into ſome more pleaſant 
walks, than the miry heavy 
ways of his own ſowr, will 
tul reſolutions. You may ob- 
ſerve the Heathen Sages of 
the firſt world boundel with 
their Laws their Feaſts, with 
their Labours their Olym- 
picks, with their Warfare 
their Triumphs. Nay at this 
day the ſevereſt Diomſian- 
Pedagogue will give his Scho- 
lars their P 3 Brea- 
orf kings up with a Horum miſe- 
rere laborum, feſſum quies pluri- 
mum 


Ne Epiſtle to the Reader, © 
mum juvat. And the moſt co- 
vetous Maſters will tye their 
ſervants but to certain hours; 
every toyl exacting as ex offi 
cio, or out of duty ſome time 
for Recreation. I my ſelf have 
obſerved in the courſe of ma- 
ny men of exceeding ſtrict 
lives and converſation, to 
whom although ſeverity of 
profeſſion, infirmity of body, 
extremity of age, or ſuch like, 
have taken away all actual re- 
creation, yet have their minds 
begot unto themſelves ſome 
babies or cuſtoms of delight, 
which have in as large mea- 
ſure 


— | d 
* 


n. Epiile roche Header; 

fure given them eontentmene 

whether they were their own 
or borrowed, as if they had 
been the ſale actors of the 
ſame. Furthermore, Recrea- 
tion is not only lawful but 
neceſſary : ; 7 
Interpone tui inter dum gaudia curii, 
uu poſſis anime gemi ſufferre lab orem. 

So intermix your care with Joys you may 
Lighter your labour by a little play. 

ow what Recreation this 
ould be I cannot preſcribe, 

nor is it requiſite to confine 
any to one ſort of pleaſure, 
ſince herein Nature taketh 
to herſelf an eſpecial Prero- 
eativeforwhat to one is moſt 
pleaſant, to another is moſt 

offen- 


The E 72 to the Reader. 
offenſive. Some ſeeking to 
latisfie the Mind, ſome the 

Body, and others both in a 
joint motion. To this end! 
have laid before you what 
variety of Paſtimes I could 
collect for the preſent, leaving 
the reſt (as you like theſe) to 
be ſuppli d hereafter. Miſtake 
me not, it is not my intenti- 
on to make Gameſters by this 
| Collection, but to inform all 
in part how to avoid being 
cheated by them: If I am im- 
perfect 1 in my diſcoveries, im- 
pute it to my being no pro- 


feſt Gameſter, and che hatred 
| bear 


The Epiſtle to the Reader, © 
bear that Helliſh ſociety; by 
whom I know I ſhall be 


| laught at, and with whom if 


I ſhould converſe, I might 
ſooner by ny ſtudy come to 
be Nature's Secretary, and 
unriddle all her Arcana s, 
than collect from them any 
new unpractiſed ſecret, by 


| which they bubble ignorant 


credulity, and purchaſe mo- 
ney Kar good apparel with 
everlaſting ſhame and in- 
famy. 

To conclude, let me ad- 


{ viſe you, if you play (when 


your buſineſs will permit) let 
| not 


"The thiſtle the Rhader. 
not a covetous deſire of win- 
ning another's money en- 


gage you to the loſing your 
—_ ” wekich will als — 
diſturb your mind, but by 
the diſreputation of being a 
GBameſter, if you loſe not - 
33 you will certain- fc 
ly loſe your credit and good 
name, than which there is 
nothing more valuable. Thus c 
hoping you will be thus ad- E 
Vid, and will withal excuſe 
my Errors, I ſhall ever E 
4 lime ſerve you, et, 
fſeribe my ſelf a well · wille io 


I. 
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Of . in General, or an Ordinary 
deſcribe 6 — ©9488 


SM Aming is an enchanting witchery, 
OF gotten betwixt 1dleneſs and Ava- 
(S[ rice : An itching Diſeaſe, chat 
F 7 makes ſome ſcratch the Head, 


NI whilſt, others, as if they were 

* bitten by a Tarantula, ate laugh - 

ing themſelves to death: Or |aſtly, it is a para- 

Iyiical diſtemper, which ſeizing the arm the man 

F cannot chuſe but ſhake his elbow, It hath this 

ill property above all other Nen, that it ren 
8 


n 


ders a Man incapable of proſefuting any ſerious 

ction, and makes him always unſatisfied with 
his own condition; he is eith t lifred up ro the 
top of mad joy with ſucceſs, or plung d to the 
bottom of deſpair by misfortune, always in ex, 


teams, always in a ſtorm; this minute the Game- 


ſter's countenance is ſo ſerene and calm, that one 
ould think nothing could diſturb it, and the 
next minute ſo ſtormy and tempeſtuous that it 
threatens deſtruction to it ſelf and others; and 
as he is tranſported with joy when he wins, ſo 
14% losing rb toſt upon the billows of a high ſwel- 

er don, til be bath loſt bght both of ſenſe 

oy 5 
| 8 ""*Y 


1 


2 Of Gg is general, 

I have. ſeen ſome Dogs bite the ſtones which 
Boys have thrown at them, not regarding whence, 
they were flung ; ſo I have ſeen a loſing Game- 
ſer greedily grawiag the innocent Box, ad, 
ſometimes tearing it to pieces as an acceſſary to q 
his throwing out; nor mult the Dice go unpuni. 
ſhed for not running his chance, and therefore in 
rage are thrown on the ground to be kickt to 

and Fro by every body; and at laſt lookt upon 
5 other th 
ip-jac : 
"ach A Dice are called for, as thinking 1 
they will prove more Kidd than the former, orfly, 
as if they believed that ſome were good natur id, 
others bad, and that every Bale produced a di 
ferent diſpoſitlon. . If theſe run croſs too, the 
Box- keeper ſhall at go without a horrid execra· 
tion, if for frothigg eſſe but that he lookt ſtrict. Ni 
y to the caſt, it My de conceiving idiat his veryſh, 
Eyes were capable of making chem turn to his, 

vantage. This reſtleſs man (the miſerable, 
Gameſter) is the proper ſubject of every mai. 
plt. 4 Re leſs I call him, becauſe (ſuch is Par 
Itch of play) either winning or loſing he can te. th 
yer reſt ſatisfied ; if he wins he thinks to will 
mo 


1 


. 5 - 
ah the fir companions of every laucy[;, 


Ire, if he loſes he hopes to recover: To rhiþg, 
Mar's condition the ſa ing of Hannibal to Mari 
cells may be fitly applied, chat rc bonam, waffe 
len Tortusam ferre Poreft, he could not bull 
wiet © dye yn or Cotquered, . f 
have I heard of ſome who with ad 1 
i — l H 


/ 


Or an Ordinary deſcribed, '$ 
hich have won Four Hundred Pounds in one Night, 
ence and the next Night have loſt it to a ſum not half 
ame ſo much; others who have loſt their eſtates and 
, CE won them again with addition, yet could not be 
ry to ſ quiet till they loſt them irrecoverably. 
punl-Y And therefore fitly was that queſtion pro- 
re ilBrounded, Whether men in $ hips at Sea were 10 
kt toſſ. accomned among the living or the dead, bo- 
UPOUBrauſe there were but few inches betwixt them and 
laucyÞ rowning, The ſame quare may be made of great 

Gameſters, though their eſtates be never fo con- 
nking ſiderable, Whether they are to be eſteemed poor 
r, Or or rich, ſince there are but few Caſts at Dies 
tar d peteyixt a rich man (in that circumſtance) and 
a dif- beggar. - 

„ the ow ſince ſpeculation will not be convincing, 
recr u unleſs we ſhew ſomewhat of the modern pra- 
trick · Price; we muſt therefore lay our Scene at an 
very pprainary, and proceed to action: Where note, 
to huhn Ordinary is a handſome houſe, where every 
erableYay, about the hour of twelve, a good Dinner 
man's prepared by way of Ordinary, compoſed of 
is. tSarjety of diſhes, in ſeaſon, well dreſt, with all 
al te pther accommodations fit for that purpoſe, 
0 Wikihereby many Gentk«men of great Eſtates and 
o rhiÞ00d repute, make this place their reſort, whe 
Mar. Ifrer Dinner play a while for recreation, both 
w, nagnoderately and commonly, without — 
dot d oor: But here is the-miſchief,the beſt Whe 
ved tive Tares growing amongſt it, Rooks and 
on ph will ſometimes be in the company of pi⸗ 
bu B 2 geons; 


* 


4 Of Gaming in general, | 
geons , nor can real gentlemen now adays ſo ſe 
clude themſclves from the ſociety of ſuch as are 
pretendedly ſo, but that they oftentimes mi 
company, being much of the ſame colour and 
feather, and by the eye undiſtinguiſhable. 

It is reported of the Polyps (a Fiſh), that it 
will conform it ſelf to the colour of what i 
neareſt, for ſecurity and advantage: And ſo d 
theſe pretended Gentlemen attire themſelves | 
what is both gentile and faſhionable, that und 
that diſguiſe they may with more facility rigg 
themſelves into the ſociety of ſuch worthy pers 
ſons, out of whom they intend to ſqueeze ſomg 
ſums of moneys by (ards, Dice, or otherways. 

Theſe Rooks can do little harm in the da 
time at an Ordinary, being forè d to play upe 


the Square, although now and then they ma 
an advantage, when the Box- Keeper des with hi 


and then the Knave and Raſca 
truſt for profit, and lend him (when he ſee 
} a Tickler ſhall do his buſineſs ; but 
iſcovered, the Box-keeper ought to be ſound 
ly kickt for his pains : Such practices, and ſome 
times the Box keepers connivances, are ſo muc 
us d of late, that there is nothing near that fa 
Play in an Ordinary, as formerly. | 
;; The day being ſhut in, you may prope 
compare this place to thoſe Countries which ly 
far in the North, where it is as clear at midnig 
35 at noon · day: And though it is a houſe of Si 
yet you cannot call it a houſe of Darkneſs, f 


— — 


will violate b@i 


Or an Ordinary deſcribed. 5 
the Candles never go out till morning, unleſs 
the ſudden fury of a loſing Gameſter make them 
s mii extinct, n 

ur aud This is the time (when ravenous beaſts uſu- 
ally ſeek their prey) wherein comes thoals of 
Hef, Heftors, Setters, Gilts, Pads, Biters, Di- 
vers, Lifters, Filers, Buagies, Droppers, Creſi- 
byters, &c. and thefe may all pals under the ge- 
neral and common appellation of Rooks, And 
in this particular, an Ordinary ſerves as a Nar- 
ſery for Tyburn, for if any one will put himſelf 
$10 the trouble of obſervation, he ſhall find, that 
there is ſeldom a Year wherein there are not 
ſome of this Gang hang as precious Jewels in the 
ear of Tyburn: Look back and you will find a 
great many gone already, God knows how many 
are to follow. 

Theſe Rooks are in continual motion, walk- 
ing from one Table to another, till they can diſ- 
cover ſome unexperienc'd young Gentleman, 
Caſheer or Apprentice, that is come to this 
i School of Virtue, being unskill d in the quib- 
dles and devices there practiſed; theſe they call 
Lambs, or Colls : Then do the Rooks (more 
properly called wolves) ſtrive who thall faſten 
Yon him firſt, following him cloſe, and engaging 
him in ſome advantageous Bets, and at length 
worries him, that is, gets all his money, and 
hen the Rooks ( Rogues I ſhould have ſaid )laugh 
and grin, ſaying, the Lamb is bitten. 


B 3 Some 


8 Of Gaming in general, 

Some of theſe Rooks will be very importu 
to borrow money of you without any intent ic 
to pay you or to go with you ſeven to twel 
half a Crown or more, whereby without a ve 
great. chance (ten to one or more) he is ſure 
win: If you are ſenſible hereof, and refule h 
propoſition, they will take it ſo ill, rbat if ye 
have not an eſpecial care they will pick you 
pocket, vim your gold or ſilver buttons off yo 
Cloak or Coat; or it may be draw your ſilver . tu 
bilted Sword out of your Belt without diſco- PC 
very, eſpecially if you are eager upon you ſo 
Caſt, which is done thus; the ſilver buttons arg £2 
ftrang , or run upon Cats guts faſtned at the O. 
upper and rether end; now by ripping both ne 
ends very ingeniouſly (as they call it) give it the} Of 
gentile pull, and ſo rub off with the buttons; 
and if your Cloak be loole tis ten to one they F<? 
have it. th 

But that which will moſt provoke (in my opi- 
nion) any Man's rage to 2 juſt ſatisfaction, is 
their throwing many times at a good Sum with 
a dr) ſiſt (as they call it,) that 15, if they nick you, 
tis theirs; if they loſe, they owe you ſo much 
with many other quillets : ſome I have known n 
ſo abominably impudent, that they would ſnatch 
up the Stakes, and thereupon inſtantly draw, 
ſaying, if you will have your money you muſt 
fight for it; for he is a Gentleman and will 
want: however if you will be patient, be 
pay you another time; if you a: ſo tame to 


take 


atch 
raw, 
muſt 
not 
e to 


take 


Or an Oord deſcribed. 18 | 


take this, go no more to the Ordinary; for then 
the whole Gang will be ever and anon watching 
an opportunity to make a Aeuth of you in the 
like pature, If yau nick them, tis odds, if the 
wait not your coming out at night and beat you 
I could produce you an hundred examples in this 
kind, but they will rarely adventure on the at- 
tempt, unleſs they are backt with ſome Bufy- 
Haff, and Bully Rocks, with others whoſe for- 
tunes are as deſperate as their own, We need 
no other teſtimony to confirm the danger of aſ- 
ſociating with theſe Anthropo-phagi or Man- 
eaters, than Lincolns-Inn Fields whillt Speerings 
Ordinary was kept in Bell. yard; and that you need 
not want a pair of Witne ſſes for the proof there- 
of, take in alſo Covent Garden. 

Neit her js the Houſe it ſelf to be exempted, 
every night almoſt ſome one or other, who ei- 
ther heated with Wine, or made cholerick with 
the loſs of his Money, raiſes a quarrel, ſwords 
are drawn, box and candleſticks thrown at one 
anothers head, Tables overthrown, and all the 
Houſe in ſuch a Garboyl, that it is the perfect 
Type of Hell. Happy is the Man now that can 
make the frame of a Table or Chimney corner 
his Sanctuary; and if any are ſo fortunate to get 
to the Stair-head, they will rather hazard the 
breaking of their own necks than have their 
Souls puſht out of their Bodies in the dark by 
they know not whom. 

I once obſerved one of the Defperadoes of the 

— Town 


8 Of Gaming in general, 
Town (being half drunk) to preſs a Gentle 
very much (at play) to lend him a Crown, the 
Gentleman refus d him ſeveral times, yet ſtiff 
the Borrower perſiſted, and bolding his Head 
ſomewhat too near the Caſters elbow, it chancet 
to hit his noſe, the other thinking it to be affront 
enough to be denied the loan of Money without 
this {light touch of the noſe, drew, and ſtepping 
back (unawares to the Gentleman) made a ful 
paſs at him, intending to have run him through 
the body; but his drunkenneſs miſguided his 
hand, ſo that he ran him only through the arm; 
this put the Houle into ſo great a confuſion and 
fright, that ſome fled thinking the Gentlem 
ſlain, This wicked Miſcreant thought not this 
ſufficient, but tripping up his heels, pinn'd hir 
as he thought to the floor; and after this, take 
the Gentlemans ſilver ſword, leaving his in the 
wound, and with a Grand- ur) of Dammee; 
( which may hereafter find him guilty at t 
Great Tribunal) bid all ſtand off it they lov'd 
their lives, and ſo went clear off with ſword 
and liberty; but was notwithſtanding (the Ger 
tleman recovering) compel'd to make what ſa 
tisfaction he was capable of making, beſides 4 
long impriſonment , and was not long abroad 
before he was apprehended for Burglary, com- 
mitted, condemned, and juſtly executed, 

— Fatebere tandem 

Nec Surdum,-neo Tireſſam quenguam efſe 

| ( Deoram. 


Or an Ordinary deſcribed. '9 

But to proceed on as to play : late at Night 
hen the Company grows thin, and your eyes 
dim with watching, falſe Dice are frequently put 
upon the ignorant, or they are otherwiſe cheat- 
ed by Topping, Slurring, Stabbing, &c, and if 
you be not careful and vigilant, the Box-keeper 
ſhall ſcore you up double or treble Boxes, and 
though you have loſt your money, dun you as 
ſeverely for it, as if it were the juſteſt debt in 
the World, | 

The more ſubtile and gentiler ſort of Rooks 


(as aforeſaid ) you ſhall not diſtinguiſn by their 


outward demeanor from perſons of condition; 
theſe will ſit by a whole Evening, and obſerve 
who wins; if the Winner be bubbleable, they 
will inſinuate themſelves into his company by 
applauding his ſucceſs, adviſing him to leave off 
whilſt he is well; and laſtly, by civilly invitin 
him to drink a glaſs of Wine, where having wel 
warm'd themſelves to make him more than half 
drunk they wheadle him in to play; to which if 
he condeſcend he ſhall quickly have no money 
left him in his Pocket, unleſs perchance a Crown 
the Rooking-winner lent. him in courteſie to 
bear his charges homewards, 

This they do by falſe Dice, as High-Fullams 
4,5, 6. Low-Fullams 1, 2, 3. By Briſtle-Dice, 
which are fitted for their purpoſe by ſticking a 
Hogs-briſtle ſo in the corners, or otherwiſe in 
the Dice, that they ſhall run high or low as they 
pleaſe ; this briſtle muſt be ſtrong and _ by 

which 


10 Of Gaming. in general, 
which means the briſtle bending, it will not lie 
on that (ide, but will be rript over; and this is 
the newelt way of making a bigh or low Fullam; 
the old ways if by drilling them and loading 
them with Quick-ſilver ; but that cheat may bg 
eafily diſcovered by their weight, or holding 
two corners between your forchnger and thumb, 
if holding them ſo gently between your fingers 
they turn, you may then conclude them falſe; 
or you may try their falſhood otherwiſe by 


breaking or ſplitting them: others have made 
them by filing and rounding ; but all theſe ways 
fall ſhort of the Art of thoſe who make them; 


ſome whereof are ſo admirably skilful in making 
a Bale of Nice to run what you would haye them, 
that your Gameſters think they never give e- 
nough for their purchaſe if they prove right. 
They are ſold in many places abput the Town ; 
Price current (by the help of a friend) eight 
ſhillings, whereas an ordinary Bale is fold for 
fix pence, for my part I (hall tell you plainly, I 
would have thoſe Bales of falſe Dice to be 2 
at the price of the Ears of ſuch deſtructive 
Kaaves that made them. 

Another way the Rook hath to cheat, is firſi 
by Palming,that is, he puts one Dye into the Box, 
and keeps the other in the hollow of his little 
Gnger, which noting what is uppermoſt when 


he takes him up, the ſame ſhall be when he | 


throws the other Dye, which runs doubtfully 
any caſt, Obſerve this, that the bottom and * 
0 
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Or as Ordinary deſcribed. 11 
of all Dice are ſeven, ſo that if it be 4 above, it 
mult be a 3 at bottom; ſo 5 and 2. 6 and t. 
lam; Secondly, by Topping, and that is when they 
ding tale up both Dice and ſeem to put them in the 
y be W Box, and ſhaking the Box you would think them 
ling both there, by reaſon of the railing occaſioned 
mb, wich the ſcrewing of the Bux, whereas one of 
Fer them is at the top of the Box between his twa 
ſe ; forefngers, or ſecur'd by thruſting a forefinger 
into the Box, Thirdly, by Slurring, that is, by 
ade F taking up your Dice as you will have them ad- 
7ay$ vantageouſly le in your hard, placing the one 
m; a top the other, not carivg if the uppermoſt run 
ing a Mill-ſtone (as they uſe to ſay) if the under- 
em, B moſt run without turning. and therefore a ſmooth 
e table is altogether requiſite for this purpoſe , 
ght. & on a rugged rough board it is a hard matter to 
Vn; be done, whereas on a ſmooth table (the beſt 
ght are rub d over with Bees-wax to fill up all chinks 
or and creviſes) it is uſual for ſome to ſlur a Dye 
2 nwo yards or more without turning, Fourthly, 
old by Knepping, that is, when you ſtrike a Dye 
ive dead chat it (hall not tir, this is beſt done with- 
in the Tables, where note there 15 no ſecuring 
firſt but of one Dye, although there are ſome who 
ox, # boaſt of ſecuring both : I have ſeen ſome ſo 
itle F dexterous at Knapping, that they have done ir 
hen through the handle of a quart Pot, or over a 
be Candle and Candleſtick ; but that which I moſt 
uly F admired, was throwing through the ſame leſs 
102 FF than Ames Ace with two Dice upon a o_ 
. e 
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held in the left hand on the one fide of the handle 
a foot diſtance, and the Dice thrown with the 
right hand on the other, | 

Laſtly, by Stabbing, that is, having a Smooth 
Box, and ſmall in the bottom, you drop in both 
your Dice in ſuch manner as you would have 
them fticking therein by reaſon of its narrow- 
neſs, the Dice lying one upon another; fo that 
turning up the Box, the Dice never tumble; if 
2 ſmooth Box, if true, but little; by which 
means you have bottoms according” to the tops 
you put in; For example, if you put in your 
Dice ſo that two fives or two fours lie a top, 
you have in the bottom turn'd up two two's, or 
two treys; ſo if ſix and an Ace a top, a Six and 
an Ace at bottom. 

Now if the Gentleman be paſt that Claſs 
of Ignoramuſſes, then they effect their purpoſe 
by Croſs. byting, or ſome other dexterity, of 
which they have all variety imaginable. A friend 
of mine wondring at the many ſlights a noted 
Gameſter had to deceive, and how neatly and 
undiſcoverably he managed his tricks, woridring 
withall he could not do the like himſelf, fince he 
had the ſame Theory of them all, and knew how 
they were done; O young man, replyed the 
Gameſter, there is nothing to be attain'd with- 
out pains ; wherefore had you been as laborious 
as my ſelf in the practice hereof, and had ſweat- 
ed at it as many cold winter mornings in your 


ſhirt as I have done in mine, undoubtedly you 
would 


'Gameſters have been lo 


Oren Ordinar y deſeribed. 


| Here you muſt obſerve, that if theſe Rooky 
think they have met with a ſure Bubble, they 
will purpoſely loſe ſome ſmall ſum at firſt, that 
they may engage him the more freely to bleed 
(as they call it) which may be at the ſecond, if 
not beware ot the third meeting, which under 
the notion of being very merry with wine and 
good cheer, they will make him pay ſor the 
roaſt, 

Conſider: the further inconveniences of Ga- 
ming as they are rank'd under theſe Heads, 

Firſt, if the Houſe find you free to the Box 
and a conſtant Cafter, you hall be treated with 
Suppers at night, and a Cawdle in the morning, 
and have the honour to be (tiled a Lover of the 
Houſe, whilſt your money laſts, which certain- 
ly cannot be long; for here you ſhall be quickly 
deſtroy'd under pretence of kindneſs, as Men 
were by.the Lamie of old , which you may 
eaſily gather if from ng other conſideration 
than this; that I have ſeen three perſons ſit 
down at twelve penny In and In, and each draw 
forty ſhillings a piece in leſs than tbree hours, 
the Box hath had three _ and all the three 

ers, 

Secondly, conſider bow many perſons have 
been ruined by play, I could nominate a great 
many, ſome who have had great eſtates have loſt 
them, others having good employments have 
been forced to deſert ihem and hide themſelves 


1 _ — 


3 
would have arrived at the ſame perfection. 
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from their Creditors in ſome foreign Plantation 
by reaſon of thoſe great debis they had contra- 
cted through Play. 

Thirdly, this courſe of life ſhall make you 
liable to lo many affronts and manifold vexati- 
ons, 25 in time may breed diſtraction. Thus 
z young fellow not many years ſince , had by 
range fortune run up a very ſmall ſum to a 
thouſand pourds, and thereupon put himſelt in- 
to a garb accordingly , but not knowing when 
he was well, tell ro play ag11n, fortune turr'd, 
he loſt all, ran mad, and ſo died. | 

Fourthly, is it not extreme folly for a man 
that bath a competem eſtate, to play whether he 
or another man ſhall enjoy it, and if his eſtate 
be ſmall, then to hazard ven the loſs of that, 
and reduce himſelf ro abſolute beggery; I think 
it madneſs in the bigheſt degree. Beſides, it 
hath been generally, obſerved that the loſs of one 
hundred pourds ſhall do you more prejudice in 
diſquieting your mind, than the gain of two 
hundred pounds ſhall do you good, were you 
Fare to keep it. 

Laſtly, conſider not only your loſs of time 
which is invaluable, va major eſt jaltura 
quam temporis amiſſio, but the damage allo the 
very watching brings to your health, and in 
N to the eyes, confirmed by this Di- 


Alia, Vina Venus, Fumm, Faba, Lumen & Ions, 
Ar necent vculu, fed vigilare mays. 
[20% Garlick, 


| Or an Ordinary deſcribed, | 14 


tation Garlick, Wine, Women, Smoak, Beans, Fire 

ontra- . + (and Lighr 
Do hurt the Eyes, but watching more the 

e you (flight, 


exati-W I ſhall conclude this Character with a peni- 
Thus ¶ tential Sonner,written by a Lord (a great Game- 
xd by Miter a little before his death) which was in the 
to a W Year 1580. | 
it in- By /s in play nen oft forget 
when The duty they do owe 
rd, To him that did beſtom the ſame, 
| Au thouſand CAlillions moe. 
man I louth to hear them ſwear and Flare 
er he When they the Main have lot; 
eſtate M Forgetting all the Byes that were 


1 
TL. a 


thar, With God and Holy Ghof#t : 
think By wounds and nails they think to win, 
8, it But traly tis not ſo; 


f one For all their frets and fumes in fin: 
ce in They monileſs muſt go. 
two WM There is no Wight that us d it more 


you Than he who wrote thus Verſe, 
Why cries peccavi now therefore, 
ime His Oath: his heart ds pierce ; 
ters Therefore — take Fa 
» the That ourſe the Inckleſs time, 


d in That ever Dice mine ches did ſee, 
Di- Which bred iu me thu crime. 
Lord pardowme for what's paſt, 
„ Twill offend no more, 
| Ju moſt wile umi fnful cafh 
1** Which 1 will till abber. 
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The Character of 4 Gameſter, 


Come ſay he was born with Cards in hit 
hands, others that he will die ſo; but cer. 
tainly it is all his life, and whether he ſleeps e 
wakes he thinks of nothing elſe, He ſpeaks the 
language of the Game he plays at, better tha 
the language of his Country; and can leſs it 
dure a ſoleciſm in that than this: he knows 
Judge but the Groom-porter, no Law but that 
of the Game, at which he is ſo expert, all appe 
to him, as ſubordinate Judges to the ſupream 
ones, He loves Winter more than Summer, 
becauſe it affords more Gamelters, and Chriſt. 
mas more than any other time, becauſe there i 
more gaming. then, He gives more willingly 
to the Butler than to the Poors-box, and is neve 
more religious than when he prays he may win 
He imagines he is at play when he is at Church M* 
he takes his Pray-r-book for a Pack of Cards 
and thinks he i3 ſhuffling when he turns over theft 
leaves. This man will play like Nero when that 
City is on fire, or like eArchimedes when it i 
facking ,* rather than interrupt his Game, 18 
play bath reduced him to poverty, then he 
like one a drowning, who faſtens upon any thing in 
next at hand, Amongſt other of his ſhipwrack 
he hath happily loſt ſhame, and this want fupyet 
plies him, No man puts his brain to more u 
than he; for his life is a daily invention, 
18 —_ 
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eich meal a new ſtratagem, and like a flie will 
boldly ſup at every man's cup. He will offer 
you a quart of Sack out of his joy to ſee you, 
and in requital of this courteſie you can do no 
leſs than pay for it. His borrowings are like 
Subſidies, each man a: ſhilling or two, as he can 

well diſpend, which they lend him not with ibe 
hope to be repaid, but that he will come no 
more. Men ſhun him at length as they do an 

fl Infe&ion, and having done with the Aye as his 
cloaths to him, hung on as long as be could, at 
laſt drops off. | ha 


* * 
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CHAP. I. 
Of BILLIARDS. 


| Tx Gentile, cleanly and moſt ingenious 
Game at Billiards had its firſt original. 

from Ian, and for the excellency of the Recre- 
ation is much approved-of, and plaid by moſt; 
Nations in Europe, eſpecially in England, there 
being few Towrs of nate therein whych hath not 

I publick Billiard-Table, neither are they want- 

ing ing in many Noble and private Families in the 
duntry, ſor the recreation of the mind and en- 

8 erciſe 7 the body, rent >.» 40 f 
be ſorm of a Billiard- Table is oblong, that 
n, ani is, ſomething longer than it is broad; it is mild 
eg c round, 


* 


- - 2 a * * Y 9 . F 6 , 
— 79 * 
- 2 * 
5 & 
a 


nd, which rail or deuge ought to be a lim 
feld ot ſtuft with fine — cotton : the 
ſaperficies of the Table muſt be covered with 
greets cloch the finer and more freed from kno 
che better it is: the Board muſt be levell'd 
exactly 25 may be, ſo that a Ball may run true 
upon any part of the Tible witbou leaning 
any fide thereof; but What by reaſon of ill. 
ford boards which are ſubject to warp, or 
floar on which it ſtends being une ven, or in time 
by the weight of the Table, and the Gameſtert 

telding and giving way, there are very few 

illiard- Tables which are found true; and ther 
fore foch which are exactly tevel'd are highly 
valuable by 'a good Player; for at a falſe Table 
it is impoſſible for him to ſhow the excellency 
of his Art and Ski, whereby Bunglers many 
times by knowing the windings and tricks of the 
Table have ſhamefully beaten a very good Game- 
Ker, who ata true Table would have given bin 
three in five. 

But to proceed in che deſcription thereof; at 
the four corners of che Table there are holes, 
and at euch fide in the middle one, 
much -are called Havards, and have hanging 
at the bottoms Nets to receive the” Balls, ar 
keep them from to the 
they arc Hearted, I have ſeen at ſette 
bles Wooden Boxes for the hazaxds, fix' of thei 
as aforeſaid, but they ave nothing near ſo com- 
mendable as he former, docu 2 Ball fivac 
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hard is more apt to flie out of them whey © 
firuck in. ; 26 ©} 
Tfiere is to the Table belonging an Ivory - 
Port, which ſtands at one end of the Table. 
and an Ivory King at the other, two ſmall Ivory 
Balls and two Sticks; where note if your Balls 
ate not compleatly round, you can never expeRt ' 
— proof in your play : your Sticks ought to 

heavy, made of Braßlo, Ligaum vit a, or ſome 
other weighty wood, which at the broad end 
muſt be tipt with Ivory; where note, if the 
heads happen to be looſe, you will never ſtr ile 
a ſmatt ſtroke, you will eaſily pgrocive that dev 
ſect by the hollow deadneſs of your ſtroak and 
faint running of your Ball. 

The Game @ five by Day-light, or ſeven if 
odd be given, and three by Caedle-light or 
more according to odds in Houſes that nabe a 
livelihood thereof; but in Gentlemem bowlers 
there is no ſuch reſtrictioa; for the Ga 
juſtly admit of as many as the Gameſters 
10 make, W 

For the Lead you ar to ſtand on the one fide 


of the Table oppoſite to the King, with your . 


Ball laid near the Cuſhion, and your Adverſary 


on the other in like poſture ; and he that with 4 


bis Stick makes his Ball come nrareſt the King 
ads feſt, | 2 7 2 = 

The Leader molt have x race bat at the firſt 
ſtroke his Ball ronch not the end of the Table 
kading fromthe King to —_ bur after Ft 
P*'7 © A 


* 
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firſt ſtroke he need not fear to do it, and let 
him ſo lead that he may either be in a poſſibiliry 
pl paſſing the next ſtroke, or ſo cunningly lie 
- - that he may be ina very fair probability of ha- 
'\ zarding his Adverſarics Ball, that very ſtroak he 
plaid afrer him. 

The firſt conteſt is who ſhall paſs firſt, and in 
that ſtrife there are frequent opportunities of 
hazarding one another; and it is very pleaſant 
to obſerve what policies are uſed in hindering 
one another from the paſs, as by turning the 
Port with a ſtrong clever ſtroke , for if you 
turn it with ur Stick it muſt be ſet right a- 
gala; but indeed more properly he that doth it 

uld loſe one, ſochetimes it is done (when 
youſee it is impoſſible to paſs) by laying your 
Ball in the port, or before your Adverlaries, 
and then all he can do is to paſs after you; if he 
hath paſt and you dare not adventure to paſs 
after him, for fear he ſhould in the interim 
touch the King and ſo win the end, you muſt 
wait upon him and watch all opportunities to 
hazard him, or King him; that is, when his 
Ball lyeth in ſuch manner that when you ſtrike 
his Ball may hit down the King, and then you 
win one. 

Here note, that if you ſhould King him, and 
your Ball fly over the Table, or elſe run into a 


ing. 
The Player ought to have a curious eye, and 
very 


Hazard, that then you loſe one notwithſtand- · 


«at 
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very good judgment when he either intends to 
King bis Adverſary's Ball, or hazard, in taking 

or quartering out juſt ſo much of the Ball as 
will accompliſh either; which obſervation muſt 

be noted in paſſing on your Adverſary's Ball, 

or corner of the Port. Some I have obſerved 

ſo skilful at this Recreation, thawit they have 

had leſs than a fifth part of a Ball they would 

rarely miſs King or Hazard. 

As this is a cleanly paſtime, ſo there are Laws 

or Orders made againſt — Play- 

ers, that by their for feitures they may be redu- 


ced to regularity and decency; wherefore be 
careful you lay not your Hand on the Table 
when you ſtrike, or let your Sleeve drag upon 
it, if you do it is a loſs; if you ſmoak and let 


the aſhes of your Pipe fall on the Table, where- 
by oftentimes the Cloth is burned, it is a for- 
feiture, but that ſhould not ſo much deter you 
from it as the hindrance piping is to your 
play. 
When you ſtrike a long ſtroke, hold your 
ſtick neatly berween your two fore-fingers and 
your thumb, then ſtrike ſmartly, and by aim- 
ing rightly you may when you pleaſe either 
fetch back your Adverſary's Ball when he lyeth 
fair for a paſs, or many times when he lyeth 
behind the King, and you at the other end of 
the Table, you may King him backward, 

If you lie cloſe you may uſe the ſmall end of 
your ſtick, or the flat of the big end, raiſing 

; C 3 up 


r 
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up one end over your ſhoulder, which you ſhal 
think moſt convenient fot your purpoſe. 

Have a care of raking, for if it be not a for- 
feitur@it is a fault hardly excuſable, bur if you 
touch your Bill twice i is a Joſs. 

Beware when you jobb your Ball through 
the Port wil the great end of your Stick that 
you throw ir not down, if you do, it is 2 loſs, 
but do it ſo handſomely rhat at one ſtroke with- 
out turning the Port with your Stick you eſſedt 
your purpoſe, it is good play to turn the Pom 
with your Ball, and ſo hinder your Adverſary 
from paſling , neither is it amiſs if you can to 
make your Adverſary a Fornicator, that is ha- 
ving paſt your ſelf a little way, and the others 
Bill being hardly through the Port, you put him 
back again, and it may be quite out of paſs. 

It _— policy to lay a long Hazard fome- 
times for your Antagoniſt, whereby he is often 
entrapped for raſhly adventuring at that diſtance, 
thinking to ſtrike your Ball into the Hazard, 
which lieth very near it, he frequemly runs in 
himſelf by reafon of that great diſtance. 

There is great art in lying abſcond, that is, 
to he at bo-peep with your Adverſary, either 
ſubtlely to gain a paſs or hazard. 

Here note, if your Adverſary hath not paſt 
and lyeth up by the King, you may endeavour 
to paſs again, which if you do, and touch the 
King, iris two, but if thrown down you loſe ; 
Some inſtead of a King uſe à ſtring and a ww 
. an 
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and them you need not fear to have the end, if 
you can pals firſt; this ĩs in my judgment bung- 
ling play, there being not that curious art of 
f you ©} finely touching at a great diſtance a King that 

ſands very tixkliſhly, 
rough For your better underſtanding of the Game 
x that read the enſuing Orders. But there is no bet- 
loſs ter way than practioe to make you perfect 
with. therein. 


erſary On ERS to be obſerved by ſuch who will 
e play at Billiards, | 


is ha 

yh | 

t Nig 1. FF the Leader touch the end of the Table 
I with his Ball at the firſt ſtroke he loſeth 
ſome- One 


often! 2. If the Follower intend to hit his Adver- 
tance & faries Ball, or paſs at one ſtroke he muſt ſtring 
ard, bis Ball, that is, lay it even with the King, op 
ans in! be loſetch one. 

3. He that paſſeth through the Port hath the 
advantage of touching the King which is one if 
not thrown down, 

4. He that paſſeth twice, his Adverſary 
& having not paſt at all, and toucheth the King “ 
without throwing him down wins two epds. 

5- He that paſleth not hath no other advan- 
tage than the Hazards, 

6, He that is a Fornicator (that is, hath paſk 


C 4 through 
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through the back of the Port) he muſt pak 

twice through the fore-part, or he cannot have 

the advantage of paſſing that end. 

7. He that hits down the Port or King, ot 

hazards his own Ball, or ſtrikes either Ball over 
- the Table loſeth one. 

8. He that hazards his Adverfarie*'s Ball 

or makes it hit down the Kiog, winneth the 

end, 

9. If four play, two againſt two, he that 

miſtakes his ſtroke loſeth one to that ſide he 
is of. 
10. He that after both Balls plaid, remove 
the Port without conſent, or ſtrikes his Bal 
twice together, or that his Adverſaries Bal 
touch his Stick- hand, Clothes, or playeth his 
Adverſaries Bills, loſeth one. 

11. He that ſets not one Foot upon the 
ground when he ſtrikes his Ball ſhall Joſe an 
end, or if he lays his hand or ſleeve on the 
Cloth. 

12. A ſtander by though he betts ſhall not 
inſtru, direct or ſpeak in the Game without 
conſent, or being firſt asked; if after he is ad- 
vertiſed hereof he offend in this nature, for e- 
very fault he ſhall inſtantly forfen Two pence 

® for the good of the Company, or nor be ſuf- 
fer'd to ſtay in the Room. | | 

13, He that plays a Ball, while the other 
runs, or takes up a Ball before it lie ſtill, loſeth 
an end. 


14. He 
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14. He that removes the Port with his Stick 
when he ſtrikes his Ball, and thereby prevents 
his Adverſaries Ball from paſſing, loſeth an 
end. a 
15. All Controverſies are to be decided by 
the Standers by, upon asking judgment. Here 
note, that whoſoever breaks the. King forfeirs 
a ſhilling, for the Port ten ſhillings, and each 
Stick five ſhillings, 
16, Five ends make a Game by Day-light, 
and three by Candle-light, 4 . 


The Ono ERS; in Verſe, as I found them 
fram'd for a very ancient Bit rlanp- 
TazLs. 


1. He Leading-ball the upper end may nt hit; 
For if it goth, it loſeth one by it. 
2. The Follower with the King lie even ſhall 
If he doth paſs or hit the others ball; 
Or elſe loſe one: the like if either lay 
Their arm or hand on board when they do play. 
3. That man wins one n ho with the others ball 
So ftrikes the King that he doth make him fall. 
4. If ſtriking at a hazard both run in, 
The ball iruck at thereby an end ſhall win. 
5. He loſeth one that down the Port doth fling ,, 
T be like doth he that juſtles down the King. 
| 6. He 
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6. He that in play the adverſe ball ſhall touch 
With Ftick, hand, or cleaths forfeits juſt as much, 
7. Aud be that twice hath paſt ſpall touch the Kin 
The other not paſt at all ſhall two ends win, 
I 8. If both rhe balls over the Table fie, 
The ftriker of them loſeth one thereby. 
eAndif but one upon the beard attend, 
The Hriter till the loſer of the end, 
9. One ſoot upon the gronnd muſt ſtill be ſer, 
Or one end's loft if you do that forget : 
And if you twice ſhall tonch a ball eve He 
Hath ftruck between an end for him u free, 
10. If any Stander-by ſhall chance to bet, 
And will inſtruct, he then muſt pay the ſet. 
v. The Port or King being ſet nba moves the ſan 
With hand or Hick hall loſe that end or Game. 
12. He that can touch being paſt, or ſtrike the aber 
Into the Hazard is alluwed ancther, 
13. If any Stander-by ſball top a ball, 
The Gaus being loſt thereby he pay: for all. 
14. If any paſt be ric en back again, 
Hi; paſs before ſhall be acconnted vain, 
15. He that breaks any thing with vielence, 
King, Port, or Stick, is to wo good rh'off ence. 
16. If ary not the Game doth fally know 
CAMay ack another whether it be ſo. 
Remember alſo when the Game you wit, 
To ſet it up for fear of wrangling. 
17. He that deth make bis bail the King light hit, 
Aud botes th ot her ſcores to ends for it. 


There 
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There are ſeveral other Orders which only 
mech concern the Houſe which I omir, as impertinent 
K ing ro the Rules of playing av Billiards. 

Since Recreation is athing lawful in it ſelf if 
not abuſed, I cannor but commend this as the 
moſt gentile and innocent of any I know, if 
rightly uſed; there being none of thoſe cheats 
to be plaid at this as at ſeveral other Games I 
ſhall hereafter memion. There is nothing here 
to be uſed but pure art; ard therefore I ſhall 
only caution you to go to play, that you ſuffer 
not your ſelf to be over-matcht, and do not 
when you meet with a better Gameſter than your 
felf condemn the Table, and do nor ſwear as one 
did playing at Nins. Pius, this L. N. barh put 
falſe pins upon me, 

To conclude, I believe this Paſtime is not ſo 
much uſed of late as formerly,by reaſon of thoſe 
fpunging Caterpillars which ſwarm where any 
Billiard-Tables are ſet up, who making that 
fingle Room their Shop, Kiteh ing and Bed-cham- 
ber; their Shop, for this is the place where they 
wait forggnorant Cullies to be their Cuſtomers ; 
their Kirching, for from hence comes the Major 
part of their proviſion, drinking and tmoaking 
being their common ſuſtenance , and when they 
can perſwade ro more Perſons to play ar the Ta- 
dle, they make it their dormitory, and ſleep un- 
der it; the Floor is their Feather-bed, the legs 
of the Table their Bed-poſts, and the Table the 
Teſter, they dream of nothing but __ 

ing 
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bit, 
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being never out of them, of paſſing and req 
* which may be fitly applied to their! 
ives, which makes them continually paſs fre 


one Priſon to another till their lives are ended ; 
and there is an end of the Game, 
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CHAP. IL 
Of TRUCKS. 


Sr 


Rucks is an Italian Game, and 15 much uſed 
in Spain and Ireland; it is not very unli 
Billiards, but more boiſterous, and in my opi- 
nion leſs gencile. 

It is a paſtime leſs noted in England, where. 
fore the Tables are rarely met withal; one 1 
have ſeen at Tower-bill, but ſo bunglingly com 
poſed, and ſo irregularly form'd and fram'd, 
that it was fit for none to play at but ſuch who 
never ſaw or plaid at any other than that. 

A right Truck- table ought to be ſomewhat 
larger than a Billiard-table, being at leaſt three 
foot longer than it is broad and covered with 
Green Cloth, but ir need not be every whit ſo. 
fine as the former, | 

It hath three holes at each end, beſides the 
corner holes; the middlemoſt at one end ſtands 
directly againſt the Sprigg. which ſtands for the 
King at Billiards, and the other end, —_— 
m 
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p moſt hole, ſtands exactly againſt the eArgolis, 
which is in the nature of a port at Billiards. 
Of each fide there are ten holes, none of theſe 
have nets to receive the Balls, and therefore i 
is a ſport more troubleſome than Billiards. 

The Ar gelis ſtands as the Port at Billiards 
— Was aforeſaid, and is made of a firong hoop of 
Iron faſtned to the Table, that it cannot ſtir, 
having a wider paſſage than a Port, and in its 
bending is higher from the Board, 

The Sprigg is another piece of Iron, about 
the thickneſs of a Man's little finger, and is tal- 
n uſeil ler than tbe Billiard King, and driven into the 
Board, ſo that it is immovable. 

The Tacks with which they play, are muck 
bigger than Billiard Sticks, and are headed ar 

end with Iron; the ſmall end is round from 
middle, or farther running taperwiſe, bur 
the great end is flat beneath, though rounding a 
top; good Gameſters play for the mot part 
rith the ſmall end. 

The Balls are made of Ivory, and are inbig- 
what {nels like Tennis- balls, and require much art in 
hree their rounding, for otherwile they will never 
with run true. Pat 
it ſo You may lead as you do at Billiards, but that 

- Ws lookr upon as bungling play; the belt Artiſts 
the lat this Game uſually bank at the fourth Cuſhion 
ands {from the end where the Argolio {tands, and is 
the commonly markt for diſtinction with a little 


dle- (chalk, | 
noſt Tue 
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he Game, becauſe it is ſooner up than Bil 
ards, is Nine, and ſometimes Fifteen, or inde 
. many, or as few as you pleaſe. 9 
„ He chat leads muſt have a care he hit not t 
end, ſor that is a Jobs, but he may bark if f 
pleaſe, if the Leader lie in paſs, ibe Fe 
muſt hu him away if be can, for if he paſs 
is ten to one but he wins the end, becauſe 
may boldly ſtrike at the Sprigg. If the 
der lies not in.paſs, he may either ſtrike at hi 
er lye av well to paſs as the former, and the 
all the ſtrife —_ in trucking one another, 
firivingiwho ſhull paſs firſt. 1 

In paſſing here. is this ſubt lety to be obſe 
ved, if your Adverſary's Ball lie ftraight befor 
the Arpolio; and: yours lies a little behind i 
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whereas 'it'is-catily done thus, take the ſmall cx 
of your Tack, and ſet x ſloaping behind ye 
Ball, but touch it rot, for if you do, you loi 
the end; then bend your fiſt, and give you 
Stick a finart cuff, and it will raiſe your Ball 
ver your Adverſary's through the Port wi 
+ much facility, this is called by Artiſts, falkatingy 
all unt the follewer can do to fave the end, i 
(lying as &e' doth jult againſt the Sprigg) t 
paſs and vouch the Sprigg at oue iroke, and-t: 
n tiys ,. if he touch not the end, is the ethers YY 
x in ſtriking the Sprigg too ard, he run not o 
bf one hole or other, and then he loſeth. 


re 
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For the advantage of friking you may 1 

one band on the Table, arm, c&c. — 
ſenure ; but you muſt not touch yout Ball wich 
of your teeve of hand without Jeave fir obcained 
under the loſs of the end. As thus, you me 
nor know which is your Ball, n 
By your hoave, Fir, and then may tate i 
* Nn it de your 


* ou truck your Adverſary's Ball it is one, 

he 1 U you do icand run out, or ſiye over the 

Table, you loſe one, fo if you ſtribe at your 

Adverfary's Ball, and one or both Eye over che 
Table it is a lofs to you. 

If aſter you have paſt you truck your Ad- 

— Ball and hit the Sprigg, it is three; 


ipal * you pafs at one ſtt obe, truck your Adverfa» 
\Y ry's Ball and hit the Sprigg, you win four ; this 
n very rarely hone, EI imagine, 
yet I have ſeen it done, but never done by de- 
bea, but caſually; there is much art in holding 
your Tack rightly, che beſt way 1 aan inform 
* to hold the great end in your right 
and level che ſmmall end orf your fares 
finger and thumb, leaning your left arm on he 
for the more teddy and dire "nia por 8 
your Tack to tramſmit ho Ball u 
ebe Table you all chin t ro 
n you intend a ſwart ſtroke let youy! — 
be | 
i ſhort, I muſt leave this as al eee 
0 
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to your obſervation and practice; only this let 
me adviſe you, if any difference ariſe, leavei 
to the judgment of the Table, to decide th 
Controvertie, but end it not with your lives, | 
uſing two ſuch clubbing Arbitrators as you pl 
with, for with one ſtroke (they are ſo ſiroog and 
heavy) they are ſufficient to daſh out a Mar 
brains, and by the ſeveral great miſchiefs have 
been done thereby be adviſed not to fall into 1 
like dangerous raſhneſs. 

One thing I had almoſt forgot, and that is, 1 
— fulkate over hand be very careful how ye 

ike your Ball, for by careleſneſs or miſſit 
your Ball you frequently wound the Table. Ne 
fulkating over hand, is, when you lie near the 

| Cuſhion for a paſs, and your Adverſary's Ball lie 

directly before yours, to make yours to jun 
over his through the Argolio, you mult {trik 
2 ſtrong ſtroke, ſloaping downwards, which wi 
make your Ball mount aloft. 


Orders for 4Truck-Table, 


1. FF the Leader touch the end, it is the lol 
of one. | 

„ 2. If the Follower intend to hit his Advert 

fary's Ball from the paſs at the firſt ſtroke . 

muſt ſtring his Ball even with the Sprigg, 

loſeth one. | 

3. He that paſſeth and firſt hits the Sprigg 

wins one. | 
4. 
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4, He that paſſeth twice and hits the Sprigg 
wins two, 

5. He that paſſeth backward (and is called a 
Fornicator ) he muſt paſs twice through the fore- 
part, or he cannot have the advantage of paſſing 

chat end. 
| 6. He that trucks his own Ball, or ſtrikes it, 
or his Adverſary's over the Table, loſeth one. 

7. He that trucks his Adverſary's Ball wins 
two, 3 

8. He that toucheth his Adverſary's Ball with 
Hand, Stick, or Clothes, or ſtrikes it for his 
own, loſeth one. 

g. He that paſſeth and toucheth at a ſtroke, 


ö wins two. 5 


10. He that having paſt trucks his Adverſa- 
— Ball and hits the Sprigg with his own, wins 

ee. 

11. Laſtly, he that paſſeth, trucketh his Ad- 
verſary's Ball and hits with his own the Sprigg, 
wins four, 

There are other trivial Orders, which for 
brevity ſake I here omir, 


Hd 
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CHAP, III. 
- Of BOWLING. 


Owling is a Game or Recreation, which if 
B moderately uſed is very healthy for the 
body, and would be much more commendable 


than it is, were it not for thoſe ſwarms of Rooks 


which ſo peſter Bowling-Greens, Bares, and 
Bowling-Alleys where any ſuch places are to be 
found, ſome making ſo ſmall a ſpot of ground 
yield them more annually than fifty Acres of 
Land ſhall do elſewhere about the City, and 
this done, cunning, betting, crafty matching, and 
baſely playing booty. 


In Bowling there is a great art in chuſing out 


his ground, and preventing the windings, hang- 
ing, and many turning advantages of the ſame, 
whether it be in open wide places, as Bares and 
Bowling-greeris, or in cloſe Bowling-Alleys, 
Where note that in Bowling the chaſing of the 
Bowl is the greateſt cunning. Flat Bowls are 
belt for cloſe Alleys ; round byaſſed Bowls for 
Open grounds of advantage, and Bowls round 
— — for green fwarths that are plain and 
vel. 

There is no adviſing by writing how to bowl, 
practice muſt be your beſt tutor, which muſt ad- 
viſe you rhe riſings, fallings, and all the —_ 

ad vav- 
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Of Bowling. .. 
advantages that are to be had in divers Greens, 
and Bowling-Alleys ; all that I ſhall fay, have 
a care you are not in the firſt place rookt out of 
your money; and in the next place you go not 
to theſe plꝛces of pleaſure unſeaſonably, that is 
when your more weighty buſineſs and con- 


cerns require your being at home, or ſome · where 
elſe. 


—— —ůů —_ — 


The Character of a Bowling- Ally and Bom. 
ling · Green. 


Bowling: Green, or Bowling- Ally is a 
place where three things are thrown a- 
way beſides the Bowls, viz. Time, Money and 
Curſes, and the laſt ten for one, The beſt ſpore 


ung - in it, is the Gameſters, and be enjoyns it that 
ame, looks on and betts nothing. It is a School of 
and wrangling, and worſe than the Schools , for here 
eus. men will wrangle for a hairs bredth, and make 
f the Þ a ſtir where a {traw would end the controverſie. 
ate Never did Mimmick ſcrew his body into hal 
— the ſorms theſe Men do theirs; and it is an Ar- 


ticle of their Creed, that the bending back of 
the body or ſcrewing in of their ſhoulders Is ſuf- 
ficient to hinder the over-ſpeed of the Bowl, 
and that the running after it adds to its ſpeed. 
Though they are $kilful in ground, I know not 
What grounds they have for loud lying, crying 

_Ff wy ſome- 
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ſometimes the Bowl is gone 4 mile, a mile, &. 
when it comes ſhort of the Jack by fix yards; 
and on the contrary crying Sort, ſhort, when he 
hath overbowled as tar. How ſenſleſs theſe 
Men appear when they are ſpeaking ſenſe to 
their Bowls, putting confidence in their intrea. 
ties for a good caſt! It is the beſt diſcovery 
of humours, eſpecially in the loſers, where you 
may obſerve fine variety of impatience, whilſt 
ſome fret, rail, ſwear, and cavil at every thin 
Others rejoyce and laugh, as if that was the fol 
deſign of their creation. 

To give you the Moral of it, it is the Em- 
blem of the World, or the Worlds ambition, 
where molt are ſhort, over, wide or wrong by. 
aſſed, and ſome few juſtle in to the Miſtreſs, 
Fortune ! And here it is as in the Court, where 
the neareſt are the moſt ſpighted, and all Bowls 
aim at the other, 


mm 


CHAP, IV, 
Of Game at Cheſs, 


4 is a Royal Game and more difficult 
to be underſtood than any other Game 
whatever , and will take up ſometimes -in the 
playing ſo long a time that T have known two 
play a Fortnight at times before the Game — 

en 
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been ended: and indeed I believe the tediouſ- 
neſs of the Game hath caus'd” the practice there- 
of to be ſo little uſed ; however ſince this pa- 
ſtime is ſo highly ingenious that there is none 
can parallel it, 1 ſhall dere lay down ſome brief 
Inſtructions tending to the knowledge thereof, 

The firſt and higheſt is a Xing, the next in 
height is a Queen, the cloven heads are Biſhops , 
they who have heads cut aſlaunt like a feather 
ina Helmet are called K»igbts, the laſt are cal- 
led Rooks, with a round button'd cap on his 
head, and theſe ſignifie the Country and Pea- 
ſantry, the Pawns are all alike, and each Noble- 
man hath one of them to wait upon him. 

The Cheſs-men ſtanding on the board, you 
muſt place the White K ng in the fourth houſe 
being black from the corner of the ficld in the 
firſt and lower rank, and the black King in the 
white houſe, being the fourth on the other fide 
in your Adverſaries firſt rank oppoſite to the 
white King; then place the white Queen next to 
the white King in a white houſe, which is the 
fourth on that ſide of the field , likewiſe the 
black Queen in a black houſe next to a black 
King in the ſame rank. 

Then place on the other ſide of the King in 
the ſame rank, firſt a Biſhop, becauſe he being a 
Man of counſel is placed before the Knight, who 
is a man of action or execution; the Knight af- 
ter the Biſhop, and after the Knight place the 


Rook (who is the peaſant or Country-man) in 
D 3 the 
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the laſt place or corner of the field: place alſy 
on the Queens fide and next to her a Biſhop, 
next a Knight and then a Rook , the Pawns take 
up the laſt place; one of which you mult place 
before each Nobleman as Attendants, ſo that 
theſe great or Noblemen fill up the firſt rank 
and the Pawns the ſecond from one corner of 
the field to the other, and as many great Meg 
and Pawns as belong to the King ſo many hath 
the Queen, viz. three great men and four Pawns 
a-Piece, that is, one Biſhop, one Knight, and one 
Rook with their Pawns, | 

Having thus placed and ordered your men, 
you muſt in the next place conſider their march, 
how they advance and take guard and check. 

The Pawns do commonly begin firſt the onſet, 
and their march is forward in their own file, 
one houſe at once only and never backward ; 
for the Pawns alone never retreat, the manner 
of his taking men is (ide-ways in the next bouſe 
forward of the next file to him on either ſide, 
where when he hath captivated bis enemy, and 
placed himſelf in his ſeat, he proceeds and re- 
moves forward one houſe at once in that file, un- 
til he find an opportunity to take again. 

The Pawn guards a Piece of his fide which 
ſtands in that place, where if it were one of the 
contrary party he might take it. In like man- 
ner the Pawn checks the King, viz. as he takes 
not as he goes, waich Check if the adverſe King 
cannot ſhun either by taking up the Pawn himſelf 


(it 
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(if the Pawn be unguarded, or occaſion his t- 
king by ſome of his Pieces, he muſt of neceſſity 
remove himſelf out of the Pawns Check) or if 
it lie not in his power it is Pawn-Mate, and ſo 
the Game is ended, and loſt by him whoſe King 
is ſo Mate. | 

The Rook goes backward and forward in any 
file and croſs-ways to and fro in any rank as far 
as he will, ſo that there ſtands no piece between 
him and the place he would go to. Thus he 
doth guard his own and check the King alſo, 
which check if the King can neither cover by the 
interpoſition of ſome piece of his between the 
checking Rook and himſelf, nor take the Rook, 
nor be the cauſe of his raking, he muſt remove 
himſelf out of that check or it is Mate, and the 
Game is up, 

The Knight skips forward, backward and on 
either ſide from the place he ſtands in to the next 
fave one of a different colour, with a ſideling 
march or a ſloap, thus he kills his enemies, guards 
his friends, and checks the King of the adverſe 
party, which becauſe {like the Pawns check) it 
cannot be covered, the King muſt either remove 
or courſe the Knight ro be raken (for he himſelf 
cannot take the Knight that checks him) or its 
Mate, and the Game is up. 

The Biſhop walks always in the ſame colour 
of the field that he is firſt placed in, forward and 
backward, aſloap every way as far as he liſts; 
provided, that the way be clear between him 

EO ©: 7 4 and 


and the place he intends to go to: thus he re. 


bukes the adverſary, guards his conſorts, and | 
checks the adverſe King, which not being avoid. the 
ed as aforeſaid, is Mate to him and the Game is five 
erded, ad\ 
The Queens walk is more univerſal , for ſhe] the 
goes the draughts of all the aforenamed pieces Ma 
(the Knights only excepted, for her march is not to 
from one colour to the other aſloap) ſo far as ſhe | 
lilteth finding the way obſtructed by any piece, arc 
and thus ſhe diſturbs her Adverſaries, protect an 
her ſubjects, and mates the King, unleſs (as a- 
foreſaid) he removes, covers, takes, or cauſei Ki 
her to be taken, otherwiſe it is his Mate and the the 
Game is concluded. g0 
The Kings draught is from his own to the lo 
next to him any way, that either is empty of his 
own ſubjects, or where he may ſurprile any un- ¶ an 
guarded enemy, or where he may ſtand free from Q 
the check of any of the adverſe party. Thus hc 
he contounds his foes, defends his friends, bu th 
checks not the King his enemy, who never check th 
one another; for there muſt ever be one houſe de 
or place at leaſt between the two Kings, though th 
unpoſſeſt of any other piece; and if one King th 
be compel'd to flie for refuge to the King of the | 6! 
adverſe party, then it is Mate or a Stale, and ſo he in 
that gives the firſt wins the Game, Let this ſuf- 
fice for the various draughts and ſeveral walks il 
of the Cheſs· men: but this is not all, I ſhall give al 
you ſome other Inſtructions as brief as I may, F 


and 
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and refer the reſt to your own obſervation. 


Kings and Queens have ſeven a piece to attend 
them, The King whether white or black guards 


five perſons before he goes forth,and being once * 


advanced into the field, though it be but into 
the ſecond houſe, he then and afterwards in his 
March guards eight houſes till he come again 
to one ſide or other of the field. 

The five the King guards before his March, 
are the Queen, the Bilhop, his own, his Queens, 
and his Bilhops Pawn, 

The Queen protects her King, and Biſhop, her 
Kings, her Biſhops, and her own Pawn, Thus 
the Queen guards as many as the King before ſhe 
poes orth, and after till the Game be won or 

olt. 
BY Kings Biſhop guards the Kings Pawn, 

and his Knights, the Queens Biſhop guards, the 
Queens Pawn and her Knights guard but three 
houſes apiece before they go forth; but after 
they are marched off from the ſide of the field, 
they guard as many houſes as the King and Queen 
do, Thoſe houſes which the Knights guard ere 
they go our, are the Kings. The Knight guards 
the Kings Pawn, and the third houſe in the front 
of the Kings Biſhops Pawn, and the third houſe 
in the front of the Kings Rooks Pawn, 

The Queens Knight guards her Pawn, and the 
third houſe in the front of her Biſhops pawn, 
alſo the third houſe in the front of her Rooks 
Pawn. The Kings Rook guards his own E 
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and the Kings Knight and no more till he be e 
of the ſide of the field, and then he guards four 
houſes, and the ſame does the Queens Roc 
The Pawns likewiſe guard theſe places before 
they be advanced into the field, viz, The King 
Pawn guards the third houſe before the Queen, 
and the third before the Kings Biſhop, the 
Queens Pawn guards the third houſe before the 
King, and the third before her Biſhop, The 
Kings Biſhop's Pawn guards the third houſe be. 
fore the King, and the third before the King 
Knight, The Queens Biſhop's Pawn guards the 
third houſe before the Queen, and the third be 
fore the Queens Knight, The Kings Knight 
Pawn guards the third houſe before the Kings 
Biſhop, and the third before the Kings Rook, 
The Queens Knight's Pawn guards the third 
houſe before the Queens Biſhop, and the third 
before the Queens Rook, The Kings Rooks 
Pawns, and. the Queens Rooks Pawn guard but 
one houſe apiece, that is to ſay, the third houſes 
before the Knight, becauſe they ſtand on the fide 
of the field. 

Next conſider the value of the great men. 
The King expoſeth not himſelf to danger upon 
every occaſion, but the Queen is under him as 
General, and doth more ſervice than any two 
great Men beſides ; and when it happens that 
the is loſt, her King moſt certainly loſeth the 
held, unleſs the Adverſary knows not how to 
make uſe of ſo great an advantage, 8 

i 


A Diſcour ſe of ſeveral forts of Games. 43 


if a King loſe two or three of his beſt men in 


Y takiog the opponents Queen, yet he hath the 


beſt of it, if he can but manage his Game 
rightly. 

Next to the Queen in value is the Rook, and 
is as much in worth above theBiſhop and Knight, 
25 the Queen is above him; ſo that a Rook is 
more worth than two Biſhops, or two Knights, 
decauſe he can give a Mate by the help. of the 
King, which no other piece can do, unleſs plaid 
with excellent skill. 

Biſhops are accounted better than Knights, 
becauſe they can give a Mate with a King when 
no other men are left to help them, with more 
eaſe than the Knights can; for they ſeldom or 
never do it: yet it is more dangerous to loſe a 
Knight than a Biſhop, becauſe the Knights check 
is more dangerous than the Biſhops, for the 
Biſhop is tyed to one colour of the field out of 
which he cannot paſs, but the Knight paſſeth 
through all the houſes of the field; the Biſhops 
check may be covered, the Knights cannot , be- 
ſides if it fall out that one of the Kings hath no 
other men left but his Biſhops, and the other 
King none but his Knights, the Knights with 
their cheeks can take the Biihops one after ano- 
ther, becauſe the Biſhops cannot guard each o- 
ther, which the Knights can do; ſo that at the 


beginning of the Game it is better to loſe Bi- 
ſhops for the Adverſaries Knights, than the con- 
traty. 


The 
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The difference of the worth of Pawns is nc 
ſo great as that of Noblemen, becauſe there j 
not ſuch variety in their walks, only thus muc 
the Kings Biſhop's Pawn is the belt in the Gel 
among the Pawns, and therefore the Gameſter 
ought to be very careful of him; for if it ſhoul 
happen that the black King loſe his Biſhop} 
Pawn to gain the white Kings Pawn, the black 
Kings loſs is the greater, becauſe he cannot 
ter this accident make a rank of Pawns of three 
of à rank on that ſide of the field for his oy 
ſecurity, which is a great diſadvantage, ſo tha 
it is better for either of the Kings to loſe hi 
own Pawn than his Biſhops. 

But if you ſhould object that rhe King which 
loſeth his Biſhops Pawn may relieve himſelf c 
the other ſide of the field, rurning to his Queen 
Rooks quarters, where he ſhall have pawns to 
ſaccour him, I anſwer, tis true, he may do ſo, 
but he will be a longer time in effecting his bu- 
ſineſs, becauſe there are more pieces betweed 
him and his Queens Rooks by one draught than 
between his own Rook and himſelf, ſo that in 
playing that draught he indangers the whole 
Game if his adverſary know how to make uſe of 
advantages, The Kings Pawn is next in worth, 
which oftentimes keeps the King from check by 
diſcovery; then the Queens Pawn is next, and 
after that the Knights, and laſt of all the Rooks 
Pawns, becauſe they guard but one houſe apiece 
in the field. | 

The 
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+: The King and the Pawn have certain privi- 
ledges granted them, which none of the other 
Chefs men have; as for inſtance, Ihe King whoſe 
remove (as hath been already mentioned) is 
from the place of his ſtanding at any time to the 
ert bouſe in file or rank of any ſide (that is one 
only ſtep at once, ) yet if at any time his rank be 
empty of his men, ſo that no one ſtands between 
the King and the Rook of either corner, the 
King may then ſhift or change with what Rook 
he pleaſeth, berween whom and himſelf the way 
© ſtands clear from other men; and that for his 
better ſecurity, provided, that neither the King 
nor the Rook he intends to change with, hath nor 
as yet been removed from the place of their firſt 
ſtanding. Now the manner of the Kings ſhifting 
＋ or changing with a Rook is thus: 

The rank cleared as aforeſaid, and neither 
bo. ing nor Rook having yet ſtirred, he may go 
een wo draughts at once to his own Rook, and ſo 

towards his Queens Rook, cauſing the Rook he 
17 —1 with to change his place, and come and 

ſtand by him on the other ſide; that is, his own 
Rook in the Biſhops place, and the Queens 
rth, Rook in the Queens place, and either of theſe 
bel changes but for one draught, This is the Kings 
6 4 brit prerogative. 

The ſecond is, that whereas any man may be 
taken by any adverſary, if he be brought fo near 
as to come within the compaſs, the King cannot, 
but he is only to be ſaluted by his adverſary 

with 


/ 
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with the word check, adviſing him thereby 
look about him the more warily,and provide 
his own ſafety : now if that adverſary do thigh ri 
unguarded fo near the King, he may ſtep thi wh 
ther by his true draught, and the King off 
Nay him with his own hand, if he judge it cos be 
venient. b 

As for the Pawn, the firſt priviledge he hath, 
is, that whereas his walk is but to the next houſe 
forward in his own file at once when he march l. 
eth, and to the next houſe fide-long forward of 
the next file of either ſide, when he takes, 1 
fay, his priviledge is, that he may remove to 
the ſecond houſe forward, which is the fourth 
rank in his own file for his firſt draught, and 
ever after but one forward at once, 

The ſecond priviledge is greater, and that is, 
when any Pawn is come ſo fir as to the firſt rank 
of the adverſary, and ſeats himſelf in any of his 
Noble houſes, he is dignified for this fact with 
the name and power of a Queen, and ſo becomes 
chief of his own Kings forces if the firſt | 
were ſlain before, and if the firſt Queen be yet 
— in the field, the Pawn coming to the 
rank aforeſaid in any houſe whatſoever, may f 
there make what piece you pleaſe which you 
have already loſt. 

Some are of opinion that Chefs as well as 
Draughts may be plaid by a certain Rule, indeed 
I am partly inclined to believe it notwithſtand- 
ing that moſt are of a contrary opinion, * 
97 3 — The 
/ 
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The firſt remove is an advantage, and there- 
fore you mult draw for who ſhall have the firſt 
draught, which may be. done with a black and 
white man diſtribured into either hand, and 
offer d rhe Opponent which he will chaſe , if 
Ie chuſe his own man the firſt draught is his; 
but when a Game is ended, and a Mate given, 
he is to have the firſt Draught next Game who 
© gave the former Mate, 
irc} The firſt remove is divers according to the 
d off judgment of the Gameſter, as ſome will firſt 
remove their Kings Knights Pawn one ſingle re- 
move, that is to the third houſe in his own file, 
uri others play the Kings Rooks Pawn firſt a double 
an draught; but the beſt way is to play the Kings 
Pawn firſt a double remove, that fo if they are 
not prevented by their adverſaries playing the 
Bike, they may ſtill remove that Pawn forward 
F his (with good guard; for he will prove very inju- 
with $7105 to the adverſe King. 

This Pawn I ſhall adviſe you to remove firſt, 
neen but not ſo venturouſly as a double remove, be- 
1 iſe if you cannot guard him cunningly, then 
the Pre you like to loſe him with a check to your 
may Ning, by the _ coming forth upon him to 
you de great hazard of your Kings Rook; there. 

ore play your Kings Rook one ſingle remove, 

hat there may be way made for the coming 
leed North of Queen one way two houſes afloap, and 
ind. $2 your Kings Biſhop the other way three hou. 
«Fs aſloap, and ſo upon the neglect of your ad- 
The ; verſary 
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verſary he may be put to a Scholars check, 
leaſt in danger of it: here note it is ill to p 

the Biſhops Pawn firſt, and worſe to play th 


ens. 

JV that would be an Artiſt in this noh 
| Game, muſt be ſo careful to ſecond his piece 
that if any man advanced be taken, the enemy 
may be hkewiſe taken by that piece that guard 
or ſeconds it; ſo ſhall he not clearly loſe any 
man, which ſhould it fall out contrarily might 
loſe the Game; he muſt alſo make his paſſ 50 
free for retreat, as occaſion ſhall ſerve, leſt þ 
be worſted. 

In defending you muſt alſo be very carefi 
that you are as able to aſſault as your enemy 
for you muſt not only anſwer E adverſar 
aſſault by foreſeeing his deſign by his play, and 
preventing it, but you mult likewiſe deviſe plot 
how to peſter and grieve your aſlailant, 
chiefly how to entrap ſuch pieces as are advat 
ced by him, preventing their retreat, among 
which a Pawn is the ſooneſt enſnared, becar 
he cannot go back for ſuccour or relief; bi 
Biſhops and Rooks are harder to be ſurprize 
becauſe they can march from one fide of the fiel 
to the other to avoid the enſuing danger; but tt 
Knights and Queens of all are moſt difhicultly b. 
tray d, becaule they have ſo many places of ref 1 
fuge, and the Queen more eſpecially : When 
note as a great piece of policy, that if polüibA i 
you conſtantly have as many guards upon ar 
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, "i one piece of yours as you ſee your enemy hath 
ben he advanceth to take it, and be ſure with- 
all all that your guards be of leſs value than the 
pieces he encountreth you with; for then if he 
Jl fall to taking you will reap advantage thereby; 
but if you ſee you cannot guard yours but muſt 
of neceſlity loſe it, then be very circumſpe& 
.d ſee whether you can take a far better piece 
aof his in caſe be takes yours, by advancing ſome 
io other piece of yours in guard; for ſo as it often 
all falls out, that yours which you had given over 
try for loſt may be ſaved, whereas no other way 
could have done it, 

When an adverſe piece comes in your way, 
ſo that by it all may be taken, conſider with your 
ſelf firſt whether it be equal in worth to yours; 

ren whether it can do you any damage in the 
Jen Draught, if not let it alone; for gs it is 
beſt to play ficſt, ſo It is to take laſt, unleſs as 
vas faid you might take the piece clear, or get a 

better than that you loſe to take it, or at leaſt diſ- 
order him oùe Pawn in his taking your man that 
ook his; but when you have the advantage be 
it but of one good piece ſor a worſe, or of 2 
Pawn clear, then it is your beſt way to take man 

dr man as often as yon can; beſides you are to 
ot, that whatſoever piece your adyerſary plays 
Swoſt or beſt wichall, be ſure, if it lie in your 

oer, to deprive him thereof,ghough it be done 

th loſs of the like, or of one ſomewhat bet- 
216 Ribop Neo Kaighty, Be by this, Means, 


you 
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you may fruſtrate your adverſaries defign and y 
become as cunning as himfelf, 1E 

Now the chief aim at Cheſs is to give the 
Mate, , which is when you ſo check the King of | fir 
the adverſe party, that he can neither take the | Pa 
checking piece (becauſe it is guarded ) nor cover I fi 
the check, nor yet remove out of it. op 

' Your care ought to be in the interim how to Vet 
deprive him of ſome of his beſt pieces, as hi the 
Queen or Rook, and the — — entrap a Queen i the 
is two · fold, Firſt by confining her to her King, ſo 
that ſhe may not remove from him for leaving 
him in check of an adverſe piece; Secondly, by 
bringing her to or eſpying her in fuch a place as 
a Knight of yours may.check her King, and the 

next draught take her. In the fame manner you 
may ſerve a Biſhop if the adverſe Queen covert 
her flope-wiſe , but if ſhe ſtand not in fuch a po- 
ſture ſhe may be brought to it; entice her thi- 
_ with — un - w — which ſhe 7 
of eagerneſs of taking for nothing, may indif- 
eh. bring her ſelf. into trouble. 

But if you intend to catch the Queen with u 
Knight, imagine rhat the adverſe King ſtands in 
his own place unremoved, and that t 
hath brought her ſelf ro ſtand in that place 

where the Kings Rooks Pawn ſtood , firſt, ſhe 
mg in this poſture bring if you can one « 
our Knjghts to check her Kiog in the third 
Loufe before his o Biſhop ; and if there be no 

ak did els be |: 
y 
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ly he will take up the Queen at the next 


raught. 

The Rooks are alſo to be ſurpriaed two ways; 
firlt, by playing your Biſhop into your Knights 
Pawns firſt place of ſtanding, which Biſhop ſhall 
ver | tnarch aſlope towards the adverſe Rook of the 

oppoſite corner, which if you can make unco- 
7 to | vered of the Knights Pawn, your Biſhop will 
hi then undoubtedly take clear for nothing; the o- 
cen} ther way is like that of ſurprizing the Queen 
; ſo wich a Biſhop or a Knight; where you muſt 
ing take notice that your adverſaries Queens Rook: 
. by is ſo much the eaſier to be taken with your 
en Queens Knight, that that Knight at his third 
the Þ draught may check the Xing and take the ſame 
you] Rook at his fourth draught, There are ſeveral 
vert | other ways to take a Rook, which practice mult 
po- inform you. | 
chi. There is an ingenious way of taking a great 
out man for a Pawn ; when you elpy two great men 
\dif. of your adyerſaries ſtanding in one and the ſame 
rank, and but one bouſe between them , then 
prepare a Guard (if you have it not ready to 
your hand] for a Pawn, which bring up to the / 
rank next to them in the middle or front of 
both of them, and without doubt, if he fave 
the one your Pawn will take the other; this way 
6f taking is called a Ferł or Dilemma. 

The neateſt and moſt prejudicial trick you can 
put upon your adverſary at Cheſs is a Check by 
Gilcovery, which may be thus effected ; obſerve 
TIT Ro. a 
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when you find your adverſaries King any wy 
weakly guardeg, or perhaps not at all, that is, 
eaſie to be checked, then before you bring thy 
piece that can check him there io provide lomg 
other man in that courſe that checks him not 
afterwards bring that piece of yours which wi 
check bim ( your brought-piece being away ) 
and then with all poſſible ſpeed remove away 
for that former piece where it may moſt anne 
bim, ſaying withall, Check by diſcovery ef) 
laſt brought a piece: which he being compelled 
to cover or remove, you may do him a greatery f. 
—— with that piece you removed frot 

tween the check at the next draught thus & 
monſtrated. 

Suppoſe play with the bite men, be 
removes firſt his Kings Pawn a double draught 
forward, you anſwer him with the like play 
he then plays out his Kings Knight in front « 
his Kings Biſhop's Pawn, you do the like wi 
yours ; that Knight of his takes your King 
Pawn, and your Knight takes bis likewiſe , 
advances the Queens Pawn, and removes t 6 
Chaſe away or 10 take your Knight; you pla gr. 
up your white Queen one remove before you p, 
King to frighten his Knight alſo: he thinks! 


better to ſave his Knight from your Queen, tt — 
take yours with his Queens Pawn, and there 47a 
fore conveys him away into a more ſecure place pa 


you play your Kings Knight in front of 
Queens Bilhop's Pawn, and therewithall ſay 
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Check, by diſcovery of your Queen; now let him 
cover this check by Diſcovery agwell as he can, 
your Knight at the next draught will aſſuredly 
take his Queen, There are ſeveral other ways 
to make a diſcovery, and a Mate given with ir, 
which is the nobleſt Mate of all. 

A Queen if loſt indangers much the Game; 
but if there be Pawns I. fr on either fide, there 
is poſſibility of making a new Queen, and ſo 
by conſequence the renovation ot the Game, 
which ten to one was loſt before: There are 
ſeveral ways to Mate this Queen and eſtate her 
in as great power as the former, for brevity 
ſake, two Pawns in files next one to the other, 
and plaid firſt one forward and the other back- 


vid cloſe 2 is a good way to make 2 


du new Queen, eſpecia 


y if any one of them be 
guarded underneath with a Rook, for ſo they 
will force their way before them, nor can any 
of them be taken without great difficulty and 


| J daoger, 


As to ſhort Mates take theſe obſervations : 
having both placed your men and yours the 
firſt draught ; ſuppoſe you advance your Kings 
Pawn forward one ſingle remove, your ad- 


| verſary plays his Kings Pawn forward a double 


remove in his own file, you at your ſecond 


Y draught come out with your Queen upon that 


| bs 
ſay; 


Pawn, placing her in the houſe forward of your 
Kings Rooks file, your enemy to guard his 


Kings Pawn plays forth his Queens Knight into 
| E 3 the 


The Compleat Gameſler , or 

+ the third Houſe of the Queens Biſhops file, yau 
(hoping that he will not ſpy the attempt) bri 
uot for your third draught your wy Biſboy, 
which you place in the fourth houſe of your 
Queens Biſhops file, he not perceiving yon 
intention judging all ſecure makes for your 
Queen with his Kings Knight, playing it in the 
front of his Kings Biſhops Pawn, either to chaſe 
her away or take her; you immediately upo 
this take up that Biſhops Pawn with yo 
Queen, and for your fourth draught give hi 
a Mate, which is called a Scholars Mate, 
' becauſe any but Foung beginners may preven 
it, 

You may alſo give a Mate at two draught 
if you encounter with a raw Gameſter, playing 
after this manner; firſt remove his Kings f 
ſhops Pawn a ſingle draught (which is ill play a 
firſt) you your Kings Pawn a ſingle remove, h 
his Kings Knights Pawn advanced a double 
move for his ſecond draught, you bringing ou 
our Queen into the fifth houſe of your King 

ooks "tile give him a Mate at your fecon 
draught, 4 | 
There is another called a Blind-CAMate, 1 
that js when your Adverſary gives you a check 
that you cannot avoid by any means, and is it 
deed a Mate abſolute ;, but he not ſeeing it to be 
a Mate, ſays only to you check, and it is ther 
fore called a Blind- Mate; this ſhould be both 
loſs of Game and ſtake if you before agree 1 
io the contrary, U 
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A Stale may be termed a Mate and no Mate, 
an end of the Play but no end of the Game, be- 
cauſe it properly ſhould be ended with a —— 
Mate. The Stale is thus : when his King hat 

the worſt of the Game, and brought to ſuch a 
ſtrait, that he hath but one place to flie unto, 
and the purſuing King is ſo unadviſed as to bar 


— kim of that place or ſtop it without checking 
ly upon him, the diſtreſſed King being no way able to 


h youſ remove but in Check, and having no other piece 
„ HM of his own that he can play, then it is a Stele 
Aan, nd 3 loſt Game to him that gives it. There- 
fore he that follows the flying King gives him 
check as long as he hath any place to flye to; 
rauehil but when be hath none left to avoid his check, 
15 let him then ſay check: Mate, and both Game 

"gs 2 and Stake are won. 

playa Laſtly, there is another term uſed in Cheſs- 
playing, and that is called a Dead-Game, which 
makes (if I may ſay improperly) an endleſs end 
ing ow of the Game, both Gameſters ſavipg their 
Stakes: and thus it is, when the Aſſailant falls 
"'F 10 take all that comes near, careleſly giving man 
for man, ſo that it happens that either King hath 
but one man apiece left him, the Aſſailant fol- 
lowing his eager purſuit takes his Adverſaries 
man, not minding that his King can take his alſo, 
ſo that the Kings loſing all their men and they 
being ſo unable to come ſo near as to grapple 
the Game is ended, but the Stakes on both ſides 


are ſaved, 
E 4 I ſhall 


re are 


i 
ö 
; 
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I ſhall conclude this Game with the Laws of |: 


Cheſs, which are theſe following. f 

1. What Piece ſoever of your own you touch 
or lift from the point whereon it ſtandeth, you 
muſt play it for that draught if you can, and into 
what houſe you ſet your Man there it muſt ſtand 
for that draught, according to the ſaying u 
— Tauch and 23 ont of hand and 

aud. 

2. If you take up your Adyerſaries man, and 
after think beſt to let it ſtand untaken, before 
you ſet your piece in place thereof, you mutt 
cry him mercy or loſe the Game. 

Fl If your Adverſary play a falfe draught, 
and you ſee ir not till you play your nen 


- draught *rwill then be too late to challenge him 


for it, 

4. If you play a falſe draught through mi- 
eſtake, and your Adverſary take no notice for his 
armee and plays his next fraught, you can- 
not recall it. 

If you miſplace your men, and ſo play 2 
while, and then diſcover it, it lies in your 
Adverſaries power to continue or begin the 
Game. i | © oa 

6. Pawns may be plaid a double remove for- 
ward for their rl draught, but no Pawn hath 
that priviledge without permiſſion, on whoſe 
next file on either ſide a Pawn of your Adverſa- 
ries is already advanced as far as your fourth 


* 7. The 
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7. The ſanding of the King ought to be cer- 
tain in his ſhifting and not as you pleaſe to place 
him as ſome men play. 

8. If your King ſtand in the check of any 
adverſe piece, and you have plaid one draughr 
of more without avoiding the check, your Ad- 
verſary may ſay, check, to you when he liſteth, 
and for your draught then make you avoid that 
check you {tood in, though it may be to your 
great peril, 

9. If any one condition by wager, that he 
will give Mate or win the Game, and the Ad- 
verſary brings it to a Dead. Game, though he 
fave the firſt Stake yet he loſeth the Wager. 

10. He that gives over the Game betare it is 
finiſhed, without the conſent of his Adverſary, 
loſeth his Stake. | 

Many more Obſervations might be here in- 


ſerted for the underſtanding of this noble Gume, 


which I am forced to wave to avoid prolixity, 


— 


CHAP. v. 


Principal Games on CARDS. 
PICX E. 


B you begin the Game at Picket, you 

muſt throw out of the Pack the Dexcer, 

Tri, Foxrs and Fives, and play with the = 
o 


| 
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— the Cards, which are in number thirty a 


The uſual Set is an hundred, not but that ye 
make it more or leſs ;. the laſt Card « 
the worſt is the Dealers, 

The Cards are all valued according to the 
number of the ſpots they bear, the Ace only e 
cepted, which wins all other Cards, and ge 
for cleven. | 

The Dealer ſnuffles, and the other cuts, del 
vering what number he pleaſeth at a time, 
that he exceed not four nor deal under two 
leaving twelve on the Table between them. 

He that is the elder, having lookt over h 
Cards, and finding never a Court-Card among 
them, ſays I have a blank, and I intend to di 
card ſuch a number of Cards, and that you a 
fee mine, diſcard you as many as you intend; 
this done, the Eldeſt ſhows his Cards and re 
ons ten for the blank, then taking up his Cato 
again he diſcards thoſe which he judgeth mol 
fit : here note he is always bound to that nun 
ber which he firſt propounded, This being dor 
he takes in as many from the Stock as he laid out; 
and if it ſhould chance to fall out that the othery 
hath a Blank too, the youngers Blank, ſhall ba 
the former and hinder his Picy and Reps 
though the eldeſt hands Blank conſiſts of the 
biggeſt Cards. \T 

It is no ſmall ad vantage to the eldeſt to ba fe 
the benefit of diſcarding, becauſe he may 
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in eight of the twelve in the Stock — 25 
many of his own for them, not but that if he 
find it more advantageous he may take in a leſs 
d deu number; after this the Antagoniſt may take in 
what he thinks fit, acquiiting his hand of the like 
number. Here note, that let the Game be never 
only a {0 good, the Gameſters are both obliged to diſ- 
ad goa card one Card at leaſt. After the diſcarding you 

muſt conſider the Raff, that is how much you can 
s, del make of one ſuit; the eldeſt ſpeaks firſt, and if 


ime, the youngeſt makes no more the Raff is good, 
6 Wo and ſers up one for every ten he can produce; 


as for example, for thirty reckon three, for forty 
four,and ſo onward ; withall take notice you are 
o count as many for thirty five as for forty, 
50 au and as much for forty five as fifty, and ſo of the 
ou mill reſt, but from thirty five to — nine you 

muſt count no more than for thirty five, and fo 
from thirty to thirty four count no more chan 


Care for thirty; and this Rule is to be obſerved in 
th mou all other higher numbers. 

* As for Sequences and their value after the 
g dor Reff is plaid, the Elder acquaints you with his 


Sequences (if be have them) and they are 
Tievces, Onarts, Dnuints, Sixieſms, Septieſmr, 
Heiftieſms and Newfieſms, as thus; fix, ſeven, 
and eight; nine, ten, and Knave ; Queen, King, 
and Ace; which laſt is called a Tierce Major, 
becauſe; it is the higheſt, A Quart is a ſequence 
of four Cards, a Quint of ve, a Sixilm of 
fix, &c. Theſe Sequences take their denomina- 

| tion 
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tion from the higheſt Card in the Sequence, k 
is a Tierce Major or a Tierce of an Ace when 
there is Queen, King and Ace, a Tierce of 
King when the King is the beſt Card; a Tierce 
of a Queen when there is neither King nor Ace, 
and ſo till you come tothe loweſt Tierce, which 
is a Tierce of an eight. You muſt reckon for 
every Tierce three, for a Quart four, but for 
2 * 6freen, for a Sixieſm uxteen, and ſo up- 
wird; now what ever you can make of all you 
muſt add to your Blank, and count the whole 
together, 

Here note that the biggeſt Tierce, Quart, or 
other Sequence, although there be but one of 
them, makes all the others leſs Sequences ulelef 
unto him be they never ſo many; and he that 
bath the biggeſt Sequence by vertue thereof 
reckons all his leſs Sequences, though his Ad- 
verſaries Sequences be greater, and otherwiſe 
would have drowned them. 

Farther obſerve, that a Quart drowns 4 
Tierce, and a Quint a Quart, and ſo of the reſt, 
ſo that he who hath a Sixieſm may reckon his 
Tierces, Quarts,or Quints,though the other may 
happen ro have Tierce, Quart, &c, of higher 
value than the others are that hath the Sixielm , 
trace the ſame method in all the other like Se- 
quences, 

After you have manifeſted your Sequences, 
yon come to reckon your three Aces, three 
Kings, three Queens, three Knaves, or eu 

ens, 
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Tens, as for Nines, Eights, Sevens, and Sizes, 
they have no place in this account ; for every 
Ternary you count three, and they are in value 
2s it is in Sequences ; Aces the higheſt and beſt, 
Kings. next, after theſe Queens, then Knaves, 
and laſt of all Tens, The higher drowns the 
lower here as in the Sequences. He that hath 
three Aces may reckon his three Queens, Knaves, 
or Tens, if he have them, though the other hath 
three Kings; and this is done by reaſon of his 
higher Ternary, Now he that hath four Aces, 
four Kings, ſour Queens, four Knaves, or four 
Tens, for each reckons fourteen, which is the 
reaſon they are called Quatorzes, 

Now they begin to play the Cards, the elder 
ins and younger follows in ſuit as at Whisk, 
for every Ace, King, Queen, Knave, or Ten, 

he reckons one, ö 

A Card once play'd muſt not be recall d, un- 
leſs he have a Card of the ſame ſuit in his band, 
if the elder hand plays an Ace, King, Queen, or 
Ten, for every ſuch Card he is to reckon one, 
which he adds to the number of his Game be- 
fore; and if the other be able to play upon it a 
bigher Card of the ſame ſuit, he wins the Trick, 
and reckons one for his Card as well as the other. 
Whoſoever wins the laſt Trick reckons two for 
ir, if he win it with a Ten, but if with 
Card under, he reckons but one; then — 
their Cards, and he that hath the moſt is to 
reckon Ten for them. 

3 Aſter 
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After this, each Perſbn ſets up his Game with 
Countets, and if the ſet be not up, deal again; 
now a ſet is won after this manner, admit that 
each party is ſo forward in his Game that he 
wants bur four or five to be up, if it ſo happens 
that any of the two have a Blank, he-wins the 
ſet, becauſe the Blanks ate always firſt reckon- 
ed, but if no Blanks, then comes the Ruff, nem 
your Sequences, then your Aces, Kings, Queens, 
Knaves, and Tens, next what Cards are reckoned 
in play, and laſt of all the Cards you have won, 
It any of the Gameſters can reckon, either iq 
Blanks, Ruffs, Sequences, Aces, &+, up to thirty 
in his own hand, without playing a Card, and 
before the other can reckon any thing, inſtead of 
thirty he ſhall reckon ninety, and as many as he 
reckons after above his thirty, adding them 0 
his ninety ; this is known by the name of 1 
Repicy. 

Moreover, he that can make in like manner; 
what by Blank, Ruff, Sequences, &c. up to the 
ſaid number,before the other bath play'd a Card, 
or reckoned any thing, inſtead of thirty he reck- 
ons ſimy, and this is called a Picy. Here note, 
that if you can but remember ro call for your 
Picy, or Repicy, before you deal again, you 
fhall Joſe neither of them, otherwiſe you muſt. 

He that wins more than his own Cards reck- 
ons Ten, but he that wins all the Cards reckons 
Forty, and this is called a Caper, 


The Rules belonging to this Game are 9 
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If the Dealer give more Cards than his due, 
wherher through miſtake or otherwiſe, it lieth 


in the choice of the elder hand whether he ſhall 
deal again or no, or whether it ſhal} be play'd 


Out. 
He that forgets to reckon his Blank, Ruff, 
nces, Aces, Kings, or the like; and hath 
epun to play his Cards cannot recall them. So 
it is with him that ſheweth not his Ruff before 
be play his firſt Card, loſing abſolutely all the 
advantage thereof, 

He that miſreckons any thing, and hath play'd 
one of his Cards, and his Adverſary finds at the 
beginning, middle, or end of the Game, that he 
had not what he reckoned, for his puniſhment 
he ſhall be debar'd from reckoning any thing he 
really hath, and his Adverſary ſhall reckon all he 
hath,” yet the other ſhall make all he can in play. 
He that takes in more Cards than he diſcardeth 
is liable to the ſame penalty. 

He that throws up his Cards imagining he 
bath loſt the Game, mingling them with other 
Cards on the Table though afterward he per- 
ceive his miſtake,yet he is not allowed to take up 
Is Cards and play them out. 

No man is permitted to diſcard twice in one 


ng. 
He that hath a Blat, his Blank ſhall hindet᷑ 
the other Picy and Repity, although he hath no- 
thing ro ſhew but his Blaxk, 
He har hatt four Aces, Kings, __— 
| t 
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dealt him and after he hath diſcarded one of 


four reckons the other three, and the other ( 
to him it « good, he is bound to tell the other, 


if he ask him what Ace, King, Queen, &c, he 
wants. * 

If after the Cards are cleanly cut, either « 
the Gameſters know the upper Card by 
backſide, notwithſtanding this the Cards mt 
not be ſbuffled again. In like manner, if the 
Dealer perceive the other hath cut himſelf an 
Ace, and would therefore ſhuffle again, this j 
not permitted; and if a Card be found faced 
it ſhall be no argument to deal again, but my 
deal on , but if two be found faced, then may 
he ſhuffle again. 

Laſtly, Whoſoever is found changing o 
taking back again any of his Cards, he 
loſe the Game, — be accounted a Foul 
Player, 


gens oa 
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CHAP, VI. 
The Game t GLE EKA. 


Euces and Treys muſt be caſt out as uſeleſs 

in this Game, ther, lifting for Dealing 

the leaſt Card deals: The number of perſons 
playing muſt be three, neither more nor leſ 

and moſt frequently they play at Farthing, Hal 

,penny, 
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, or y-Glcek, which in play will 
ens 


The Dealer delivers the Cards by four till e- 
very one hath twelve, and the reſt are laid on 
the Table, for the Stock, being in number eight, 
leven whereof are bought and the Ace is turned 
; ie turn'd up Card is the Dealers; and if 
wy i be Tiddy turn'd up is four apiece from each 
16 the Dealef. | | 
be Ace is called 76, the Knave Tow, the 
four of Trumps Tiddy, 7ib the Ace is fifteen 
in hand — r — in play, becauſe it wins a 
Trick, Tomi the Knave is nine, and Tiddy is 
A four, the fifth Towſer, the ſixth Tumbler, which 
Ji in band Towſer is five and Tumbler fix, and 
> C'S ſo double if turn'd up, and the King and Queen 
ws of Trumps is three. 
Foul re eldeſt hand bids for the ſtock in hopes of 
bettering his Game, though ſometimes it makes 
i worſe : the firſt penny you bid is twelve, thir- 
x teen, and ſo on; if at ſixteen they ſay take it, and 
none will venture more for it, he is bound to 
take it, that is taking in ſeven Cards, and putting 
ont ſeven in their ſtead, and muſt pay beſides 
to one, and eight to the other. of the 


| for buying, if any odd y be 
cle given, as 15, hay. - like the eldeſt hand 
ling claims it, or elſe it is given to the box 
one but” if be have Moxrnival, Gleek, or Tiddy in 
his hand after he hath takeo in the Stock, he 
baxes for them al, and ſo poſſibly my gaiv by 
. | it, 
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| Y if he have a good hand and pay for his byy., 
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ing two. 7 

— you mult note that if Tib be turned up 
it is fifteen to the Dealer in ———_— 
play, but he muſt not make uſe of it in play be- 
ing the Trump-Card, for then twould make him 
eighteen, becauſe it would win a Trick which is 
three more. 1 

Next you ſpeak for the Ruff, and he thay, 
hath moſt of a ſuit in his hand wins it, unleſs 
ſome of the Gameſters have four Aces and theg' 
he gains the Ruff, though you have never ſo ma- 
2 — — If any wins a Ref 
and forgets to ſhow it before a Card plaid he lo- 
A he that ſhews any for a Hf after ſhall 

ye it. | 

The firſt or eldeſt ſays, Ile vye the Ruff, the: 
next ſays, Ile [ce it, and the third, Ple ſee it 
and revie it: Ile ſee your revie, lays the firſt; 
becauſe he hath as many in his hand as another : 
the middle probably ſays, Tie not meddle with: 
it; then they ſhew their Cards, and be that hath 
moſt of a ſuit wins fix pence or farthings ac-; 
cording to the Game of him that ou 
longeſt, and four of the other that ſaid he, 
would ſee it, but after refuſed ro meddle with; 
it; but if any of the three Gameſters ſays he 
m nothing to ſay as tothe Ruff he pays but a 

thing, half. penny, penny, according as the 
— ah if the eldeſt and ſecund 
hand paſs the Ruff the. youngeſt hath power is 
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double it, and then it is to be plaid for the nen 


deal, and if any forgets to call for the double 
Ruff, it is to be play d for the next deal after 
that | 


be- Sometimes one of the Gameſters having all 
m of a ſuit in his hand bids high for the Ruff, and 
if the other having four Aces is reſolved to bid 
1 higber, io that it ſometimes amounts $0 ſixteen 
hat; and more, then Tle ſee it and revie, ſaith one; 
lee Me ſor it and revie, faith another, that is eight 
to the winner, and all above is but two a time, 
35 it may be they will Tay; Ile ſee it and revie it 
aphin, and [ls ſee that and revis it again, ſaith a- 
nother ,. for which ſeeing and revying they reck- 
on bur two, after that it is once come to eight; 
dai he that hath the four Aces carrieth it clearly, 
; ad for the Ruff is whe! 
| or bidding for the is when you 
| art intibelibood to go in for Mournival, Gleck, 
or increaſe of Trumps, that ſo if you have bad 
© Cards, you may ſave your buyings and your 
2 too, whereas otherwiſe you may loſe 


If yon call for either Mournival or Gleek, 
aud have lay'd them out in the ſtock, if you 
' be taken in it, for forfeit double what you 
'Somerimes out of. policy or 2 vapour 
vil vie when they * ove. thin; A 
We their hands, and the reſt may have forty os 
ey, and being ee ſer it; the fr many 
41 2 


times 
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times wins out of a meer bravado, and this is 
good play though he acquaint you with it here- 
alter. | 
A Mournival of Aces is eight, of Kings fix, 
of Queens four, and a Mournival of Knaves two 
1 . 4% 28 
A Gleek of Aces is four, of Kings three, of 
two, and of Knaves one a piece from 
the other two Gameſters. | | 
A Mournival is either all the Aces, the four 
Kings, Queens, or Knaves, and a Gleek is three 
of any of the aforeſaid. - | 
Here note, that twenty two are your Cards, 
if = win —_— but the Cards that were 
dealt you, you loſe ten; if you have neither 
Tib, Tom, Tiddy, King, Dneen, AMonrnival 
or Geek, you loſe becauſe you count as many 
Cards as you had in tricks, which muſt be few 
by reaſon of the badneſs of your hand; if you 
have Tib, Tom, King, and Queen of Trumps is 
your hand, you have thirty by honours, that is, 
eight above your own Cards, beſides the Cards 
you win by them in play, If you have Tom 
, which is Nine the King of Trumps, 
Which is three, then you reckon from twelve, 
chirteen, fourteen, fifteen, till you come to two 
and twenty, and then every Card wins ſo many 
talf-pence, pence, c. as you play'd for; it 
you axe under two and twenty you loſe u 
many. | 
Here vote, that before the Cards are deal, 
127 | 5 
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it js requiſite to demand, whether the Gameſters 
will play at Tiddy, or leave it out, it being a Card 
that is apt to be forgotten; and know, that is 
is lookt upon as very foul play to call for a 
Gleek of Kings, Aces, Queens, or Knaves,when 
the perſon hath but two in his hands, If you 


diſcard wrong, 5, e. lay out but 5 or 6 Cards, 
rom if you call for 4 & wax or Mournivals, you 
them all if it be found out that you ſo diſ- 


card, Let this ſuffice for this noble and delight- 
ful Game or Recreation, 


- 


* 1 


C HAP. VII. 
LOMB RE, @ Spaniſh Game: 


Here are ſeveral ſorts of this Game called 
| L' Ombre, but that which is the chief is 
called Revegado, at which three only can play, to 
whom are dealt nine Cards apiece, ſo that 
diſcarding the eights, nines and tens, there wi 
remain thirteen Cards in the Stock; there is no 
ary ny what the Player pleaſeth; the firſt 
hand hath always the liberty to play or paſs, 
aer him the ſecond, c. 

There are two ſorts of Counters. for Stakes, 
the greater and the leſſer, which laſt have the 
lame proportion to the other as a penny to 2 
lulling : of the great Count Dp 

3 one 
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dillo, Punto, Mallillio, &c. | 


Aale (or 


one for* the Game, and one of the leſſer for 
paſſing, and for the hand when eldeſt, and for 
every Card taken in one Counter, 

There are two ſuits, Black and Red; of the 
Black there js firſt the Spadillo, or Ace of 
Spades; the Matilio or black Deuce, the 
Bafto ot Ace of Clubs; the King, the Queen, 
the Knave, the ſeven, the fix, the five, four, 
and three, Of the Red Suit there is the Spe. 


The Spadillo or Ace of Spades, is always the 
firſt Card, and always Trump, and the Bafle 
or Ace of Clubs is always third; of the Black 
there is 11 Trumps, of the Red 12. The Red 
Ace enters into the fourth place when it isTrump, 
and it is called Puxto then, otherwiſe only called 
an Ate. ; 
| The leaſt ſmall Cards of the Red are always 
beſt; and the moſt of the Black; except the 
Deuce and Red Seven, wich are called the Mal: 
liltie's' and _ ſecond-when Trump. The 

killing Car ds) which are the Sp 
Ae, AMalillis, and Naſto are the chief Cards, 
and het they are all in à hand the others pay 
for them ahtee of the greater Counters apiece 
and wrth theſe three ber foundation you may 
count as many Maradors 28 you have Cards in 
an eee ſerles of Trumps; for all which 
the others ate to Pay, you one Counter 8. 


© He who hach che firſt hand bath 1 
f * 
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(45 aforeſaid) of playing the Game, of naming 


the Trump, and of taking in as many and as few 
Cards as he liſt, and after him the ſecond, &c. 
having demanded whether any one will play 
without :aking in, you oblige your ſelf to take 
'in though your Game be never ſo good, where- 
fore you do well to confider it before, | 
If you name not the Trump before you look 
onthe Cards which you have taken in, any other 
may prevent you and name what. Trump they 
pleaſe; if you know not of two ſuits which to 
name Trump firſt, the black ſuir'is to be pre- 
ferred before the Red, becauſe there are fewer 
Trumps of it, Secondly, you were beſt to chuſe 
that ſuit of which you have not the King, becauſe 
beſides your three Trumps you have a King 
"Which is as good as a fourth. When you have 
the choice of going in three Matudors, or the 
two black Aces with three or four other Trumps, 
if che Stakes be great you are to chaſe this laſt, 
1 moſt like to wm moſt Tricks; if it be but a 
ſimple Srake you are to chuſe the firſt, becauſe 
the ſm Coumers you are to receive for the three 
CHMatadors more than countervail the four or 
Eve you loſe for the Game. 
He that hath the firſthand is never to take in 
nor play, unleſs he have three fure Tricks in his 
E to underſtand winch the better, 
* of the Garne i to win moſt Tricks, 
whence he that can win five Tricks of the nine 


hann fare Gme; or H he win four and can ſo 


F 4 divide 
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pueſto, ſo the Player loſeth and maketh good 


| beſt (ſor the common 


divide the Tricks as one may win two, the 
other three, if not it's either Codillis, or Re- 


the Stakes. 

It is called Codilio when the Player is heated, 
and another wins more Tricks than he, when 
this takes up the Stakes and the other. makes it 


good, 

Here note, althbugh the other two always 
combine fo make him loſe, yet they all do their 
) ro hinder any one 
trom winning, only ſtriving to make it Ah 
which is when the player wins no more Tricks 
than another, in which caſe the player_doubles 
the Stake without any ones winning it, and re- 
mains ſo far the advantage of the next Player. 


Here note that Kings of any ſuit are accoun- 


ted as good Trumps, mean while all other Cards 
but Kings and Trumps are to be diſcarded, 

The Player having taken in, the next is ta con- 
ſider the goodneſs of the Game, and tp take ig 
more or leſs for the beſt advantage of his Game; 
neither is any for the ſaving a Counter or two 
to neglect the taking in, that the other may 
commodiouſly,, make up his Game with what 
Cards he hath left, and that no good Cards 
may lie dormant in the Stock, except the Play» 
er playeth without taking in, when they may 
rr 

e. 


am 8 | 
When pne hath a ſure Game in his hand, he 
7 — 
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| i630 phy without taking in, then the others are 
0 give him each one of the great Coumers as 
Ie. to give them, if he play without taking 
ina Game that is not ſure and loſeth it; if you 
win all the Tricks in your hand or the Fol, 
they likewiſe are to give you one Counter a- 
jece, but then you are to declare before the 
Kb Trick that you intend to play for the Vol, 
s, Which elſe, 
keing you win five Tricks (or the Game) they 
may careleſly caſt away. 

* — to double the Stake. 
w alſo if you have, more or fewer Cards than 
tine, to which end you muſt carefully cqunx 

Cards in dealing and taking in befpre you 
ok on them; beſides according to the rigour 


. of the Game if you ſpeak any thing tending to 


the diſcovery thereof, either in your own hand 
or anothers (excepting g or play ſo, to hin- 
der the making of Repreſto or Coolio, you are 
not fit to play. | | 
Obſerve, that in playing Trumps, if any 
plays an ordinary one, and you have only the 
three beſt Cards or Matador: (ingly or jointly 
in your hands, you may refuſe tv play them 
without renouncing, becauſe of the priviledge 
which theſe Cards have, that none but com- 
_ can force them out of your 


Tou are to ſay nothing when you play your 
ed, ut I peſ or play, or gegne, or 4 
: 2 
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Re when you play your Queen to hinder that 
from taking i with the King. lu 

Now fince it is impoſſible to provide agu 

all accidents in the Game, only take ne 
thefe general Rules. 1 

Firſt, never win more than one Trick if yi 
cannot win more than two, becauſe of the 
vamage you give the Player by it, individi 
the Tricks. | "00 

' » Secondly, you are to win the Trick a 

from the Player if you can, unleſt you let it 
for meer advantage, here the ſeconc is to 
paſs to the third it he have the likeſier Game 
beaſt the Player, or if Ke be likelier td win i 
There may be diverſe advantages in refufing 
take the Players Trick; but the chief'is, if 
have the Tenaces in your band, tha is ty 
Cards, and if yon have the ſeading, vou are ſun 
to loſe one of them; if the Player lead ro 50 
you are ſure to win them boch; For example, i 
you have Spadillis and Baſto in your hand, 2 

de have the Aalilio and another Trump, iN- 

Jou lead you loſe one of them; for either] 
htm or bad et 

Trump upoti it, and wins your Baſto the neu £ 
Trick with his Malis, and fo the contr 1 and 
whereas if he leads be loſeth; for if he les © 1 
his AMallilis you win it wirh your Sang Cr 
and with your Bafto win the other Trump, & 

If you are not ſure to win five Tricks, by ©" 
mme oon three dun d Kings peu 
17 f 
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The Game at Cribbidge. -. 

| ; if you have the leading, play firſt 
Ate pet. before you play your Kings 
o fetch out bis Trumps which might have trum- 
yed them, and if you have three Afaredors with 
wo other Trumps, your beſt way is to play 
CAlataders firſt to ſee where the Trumps 
Ee both follow, you are ſure if the Trump 


r 
1%) 


ids bt red there remains only one Trump in their 
de, if black none at all. 

Laſtly, if the Players have but à weak Game, 

y are to imitate cunning Beaſt- players in di- 

* the Tricks, and conſulting to play their 

Cards. To conchide, lay your Tricks angle- 

| — that you may the more facilely compute 


* 
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CHAP, VIII. 


ie Game 4 CRIBBIDGE. 


f Midge there are no Cards to be 
e thrown out, but all are made uſe of; 

, and the number of the Ser is ſixty one. 
"It is an advantage to deal, by reaſon of rhe 
Erib, and therefore you mult lift for it, and he 
Nea bath the leaſt Card deals. (her 
„ berg are but two Players at this Game, the 


LY es and the other cuts, the Dealer deli- 


lia + vers 
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Ko 


on the Table, each looketh on his Game, 


vers out the Cards one by one, to hig Antagtni 
firit and himſelf laſt, till five apiece he dealt 
one another; the reſt being ſet dawn. in vi 


"OW 
1 „ 


erdereth his Cards for the beſt ad vantage. 
He that deals makes out the beſt Cards þ 
can for his Crib, and the other the worſt, by 
cauſe he will do him as little good as he can, 
ing his Crib; which Crib is four Cards, 
a piece, which they lay out upon the Table, ax 
knowing nor ſeeing one anothers Cards, 
then they turn yp a Card from the parcel thy 
was left of dealing, aud each of them may mak 
uſe of that Card to help them on in their Gag 
in hand, and when they have play'd out tl 
three Cards, and ſet up with Counters tl 
Games in their hands, the Crib is the othen 
the next deal, and ſo they take it by turns. 
The value of the Cards is thus: Any fiſte 
upon the Cards is two, whether nine and fi 
ten and five, King and five, ſeven and eight, &. 
A Pair is two, a Pair-Rojal ſix, 4 double 
Pair- Royal twelve, Sequences of three is tw 
Sequences of four is four, of five five, &e. 
ſo 1s a Flaſb of three, three; of four, four, bt, 
Krave N is one in hand and two to the 
Dealer, that is, if you have a Knave af that ſai 
which js turned up, it is Kueve Na. A Pai 
of Aces, Kings, Queens, Knaves, Tens Gr. . 
mo; Thee Aces, Kings, Queens, &c, 84 
Par- Rad; 2 double Fr. A is | IG 
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er Kings, four Queens, &c. and is twelve 


Games to him that hath them. 
Having lookt on your Cards, you count your 
Game after this mariner : Suppoſe you have in 
hand a Nine and two Sixes, after you have 
out Wo Cards for the Crib, that makes you 


Ml fit Games, becauſe there is two fiftcens and a 


1 by adding your Nine to the two Sixes, and 
's Si chance to be turn d ap, then you have 
welve Games in your hand; for though you 


att not take the rurr'd up Card into your hand, 


ft you may make what uſe you can of it in 


als Geng, ſo that the three Sixes makes you ſix, 
being a 


ir- Nepal, and the Nine added to _ 


wry St makes three fiſteens, which fix more 


whe former, makes twelve, which you mutt ſer 
wp with Counters or gtherwiſe, that your Op- 
porient may know what"you are, you muſt 


"not fre his Cards, nor he yours; if you think 


be plays foul by reckoning too much, you may + 


count them after the hand is play'd. 


Thus you have fet up your twelve, your Op- 
. it may be bath four, five, aud fix in his 
that is two, becauſe of Sequences 7 threr; 


then it is two more becauſe it is four, fave, 


fx; again, taking in the couming fix that is 


i urn dd up, that is in all four, then there is Gfreen 


md fifteen, four and five is nine, and - fix is Hr 


1 nen, and then with the ſix turm d up tis fiſteeu 


more, which makes eight Games, this he like- 
wie ſeis up, keeping his Cards undiſcovered. 
1. Here 
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Here note, he that deals not ſets up three in ly 
thereof. | | 

Having thus done, he that dealt not plays bil Bl 
ſuppoſe it a fix, if you have a nine play it, ua. 
makes fifteen, for which ſet up two, ihe nen b 
play a four which makes nineteen, you a ff 
twenty five, and he a fivethat is thirty, you be. | 
ing not able to come in, having a ſix in your 


' hand, he ſets up one, (for it is one and thiry 


you aim at in playing the Cards), becauſe hes 
molt, and two for Sequences four, fave, and fig 
which were his four after the fifteen, your five 
— his ſix and that deter Bayer my 48 135 
ing Sequences, though the ſix was play d e, 
—— four and the — but if an Ace, Nis 
King, Queen, or the like, had been play'd by 
tween, they had been no Sequences , lo the tng 
for the Sequences, and the one for thirty being f 
moſt (as at one and thirty) makes him three; 


. which he muſt ſer up to the reſt of his Game, Not 


and in this playing of the Cards you may make N 
Pairs, Sequences, Fluſb, Fifteens, Pair- Royal, 
and double Pair- Royal, if you can, though tha Y® 
is rarely ſeen. | | 
Laſtly, you look upon your Crib, that is the }_ *Þ 
two Cards apiece laid out at firſt, which is the ret 
Dealers; if he find no Games in them, nor. ab 
help by the Card that was turn'd up, which 
he takes into his hand, then he is bilkt, and 
ſometimes it ſo happens that he is both bill 
in hand and crib, Thus they play and deal by F 
turm 


ES. 
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＋ till che Gamg af ſixty one be up. 
Kerr vote, if you get the Game before your 

ich B ry is forty five (forty four will not do 

ir), you muſt. then ſay, I have lwrke you, and 

that is a double Game for whatever you play'd 
Alix ſhiling, or a greater ſum. 


5 CHAP. IX, : 
I Game at ALL-FOMURS. 


LTL TOURS is a Game very muck 
play d in Kent, and very well it may, 
from thence it drew its firſt original; and 
akhopgh the Game may be lookt upon as trivial 
in ud inconſiderable, yet I have known Keri 
ue, emen and others of very conſiderable 
ume, Foote, who have play d great ſums of money 2 
| 0 yet thar adds not much to the worth of the 
pals, Came, for a Man may play away an eſtate ax- 
that u and Thirty; as I knew one loſe a conſider- 
able fam at moſt at three throw. 
the This Game I conceive is called A- Fours 
; the rom Highend, LoweFt, 7ack and Game, which 
nor lde et as ſome play it, but you may make 
hich ſeven to fifteen, or more if you ple 
and N commonly eleven, | 
bun There are but two can play at it at a time, 
den mult lift for dealing, the higheſt Pu- 
rm =» card 
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card deals, who delivers to his adverſary tis 
Cards, and to himſelf the like, and the like 
gain, and having ſix apiece, he turns up a Cs 
which is Trump; if Jack(and that is any Knaye) 
it is one to the Dealer. | 

If he to whom the Cards were dealt afier 
peruſal of his Game like them nor, he hath the 
liberty of begging one; if the Dealer refuſe ty 
give him one, then he deals three apiece more, 
but if he then tutris up 4 Card of the {ame fui, 
ke deals further till he turns up a Card of ang 
ther ſuir. | 

Here note, That an Ace is four, a King i 
three, a Queen is two, a Knave one, and a Ten 
is ten. 

Now you muſt play down your Cards, but 
to what advantage I cannot here preſcribe, | 
muſt be actording to the Cards you have i 

r hand managed by your judgment to the 
advantage. | 

Having play'd your Cards you reckon, if 
you are gde and loweſt of what is Trumps, 
you reckon two; if you are only higheſt bat 
one, and the like of Jack and Game; foms 
times you are higheſt, loweſt; Jack, and Game, 
and then you muſt reckon four, the Game i 


he that tells moſt aſter the Cards are play d, aud 


therefore à Ten is a very ſignifieant Card, 
crafty Gameſters know fo. well that they wi 
frequently take out of a Pack two Tens, 


hide them contrary to the knowledge of _ 
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| The Game at All-Fours, t 81 
ther, which is a great advantage to this foul 

if he play of the ſame ſuit of theſe Tens 
42 abſcooded, for it mult of neceſſity ſecure 
lim from loſing the Game. 

Here note, That he that wins Jack wins one 
alſo, and furthermore obſerve that for advan- 
tage reneging is allowable if you have Trutnps 
in your hand to trump it. | 

There. is another ſort of Al. faurs called Run- 
ng · Al. Fours, at which they play One and 
Thirty up, and in this Game the Dealer hath a 
great advantage, for if he turn up an Ace it is 

„ King three, a Queen two, and a Knave 
one, and theſe are the ſame alſo in play. A Ten 
is the beſt Card for making up. 
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CHAP. X. 
Engliſh Ruff and Honours, and N hiſt. 


R UF and Honours (ali Slamm) and Whiſt, 
are Games ſo commonly known in Eng- 
land in all parts thereof, that every Child 4 
molt of - Eight Years old hath a competent 

. 2 e in * recreation, and therefore 1 
Ja unwilling to ſpeak any thing more of them 

I than this, that there ma "be np or deal of art 

's Keane Dealing and playing at theſe Games 
ibe differ very lutle _ from the other, 
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In playing your Cards you muſt have re 
courle . to your owh judgment or dif. 
cretion, {till making the beſt of a bad Market; 
and though you have but mean Cards in your 
own hand, yet you may play them fo ſuitable 
to thoſe in your Partners hand, that he 
either Trump them, or play the beſt of that 
ſuit on the Board. 

Lou ought to have a ſpecial eye to what 
Cards are play'd out, that oy may know by 
that means either what to play if you lead, or 
how to trump ſecurely and advantagioully. Re- 
neging or renouncing, that is, not following ſuit 
when you have it in your band, is very foul 
play, and he that doth it ought to forfeit one, 
or the Game upon a Game, and he that loſeth 
dealing loſeth one, or a trick as you make it. 

At Ruff and Honours, by ſome called Slamm, 
you haye in the Pack all the Deuces, and the 
reaſon is, becauſe four playing having dealt 
twelve a piece, there are four left for the 
Stock, the uppermoſt whereof is turn'd up, and 
that is Trumps, he that hath the Ace of that, 
Ruffs; that is, he takes in thoſe four Cards, 
and lays out four others in their lieu; the four 
Honours are the Ace, King, Queen, and Knave ; 
de that hath three Honours in his own hand, 
dis partner not having the fourth fers up Eight 
by Cards, that is tw tricks; if he hath 
four, then Sixteen, chat is four tricks; it is 1, 
one if the two Partners make them _ ot 
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four between them, as if one had them. If 
the Honours are y divided among the 
Gameſters of each fide, then they ſay Honours 
ze ſplit. If either fide are at eight Groars 
be hath the benefit of calling Can-ye, if he bath 
two 'Honours in his hand, and it the other 
inſwers one, the Game is up, which is nine in 
il, but if he hath more than two he ſhows 
them, and then it is one and the ſame thing 
but if he forgets to call after playing a trick, 
3 the advantage of Car- ye for that 

All Cards are of value as they are ſuperiour 
one to another, as a Ten wins a Nine if not 
Trumps, ſo a Queen, a Knave in like manner 
- the leaſt Trump will win the higheſt Card 


other Card; where note the Ace is the 


Whiſt is a Game not much differing from 
this, only they put out the Deuces and take in 
do ſtock; mh called Whiſt from the ſilence 
that is to be obſerved in the play; they deal 
u defore, playing four, two of a fide, (ſome 

at two handed, or three handed Whiſt , 
if handed, always two ſtrive to ſuppreſs 
md keep down the rifing-man ), I ſay they deal 


hand, Ito each Twelve a piece, and the Trump is the 


Eiglt Fbottora Card, The manner of crafty playing, 


8} the* number of the Game Nine, Honours and 


ity Gf other Cards are all alike, and be that 
moſt tricks is moſt forward to win che 
| 7 Es | He 
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them very neatly under, But the cleanlieſt rook 


He that can by craft over-look his Adverſs 
ries Game hath a great advantage, for by tha 
means he may partly know what to play ſecure. 
ly; or if he can have ſome petty glimpſe of his 
Partners hand, There is a way by winking, 
or the Fingers to diſcover to their Partners 
what Honours they have, as by the wink of 
one eye, or — one Finger on the Nos 
or Table, it ſignifies one Honour, ſhutting 
both the eyes, two; placing three fingers or 
four on the Table, three or four Honoug, 
They have ſeveral ways of ſecuring an Honow 
or more in the bottom when they deal, either 
to their Partners or ſelves; if to their Partner 
they place in the ſecond lift next the top, 1, 
2, 3, or four Aces, or Court cards all of 4 
ſuit, according as they could get them togethet 
in the former deal, and place a Card of the ſame 
ſuit in the bottom, when the Cards are cut they 
muſt uſe their hand ſo dexterouſly as not to pu 
the top in the bottom, but nimbly place where 
it was before, | 

If they would ſecure Honours to themſelye 
when dealing, they then place ſo many as — 
can get upon their lap or other place und 
cerned, and after the Cards are cut, then clap 


ing way is by the breef, that is, take a packs 
Cards and open them, then take out all the 
nours, that is as aforeſaid, the four Aces, thy 
four Kings, Cc. then take the -reſt and link rei 
a | 1 75 
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litle from the edges of them all alike, by which 
meuns the Honours: will be broader than the 
reſt, ſo-that when your Adverſary cuts to you, 
you are certain of an Honour, when you cut 
to your Adverſary cut at the ends, and then it 
is 1 chance if you cut him an Honour, becauſe 
the Cards at the ends are all of a length, thus 
vou may make breefs end-ways as well as ſide- 
Ways. 

There are 4 ſort of cunning fellows about 
this City, who before they go to play will 
plant half a dozen of theſe Packs (nay ſome- 
times half a ſcore) in the hands of a Drawer, 
who to avoid being ſuſpected will call to their 
confederate Drawer for a freſh pack of Cards, 
who brings them as from a ſhop new, and ſome 
of theſe Packs ſhall be ſo finely warkt, where- 


by the Gameſter ſhall plainly and. certainly 
know every Card therein contain'd by the out- 
fide; although the beſt of other eyes ſhall not 


diſcern where any mark was mad all; 
every Card 


and this done with that variety that C 
of every ſuit ſhall have a different diſtinguiſh- 
able mark 


Some have a way to ſlick with a Slick-ſtone 
al the Honours very ſmooth, by which means 
be will be ſure to cut his Partner an Honour, 
nad ſo his partner to him again, and that is 
done by lying a fore · finger on the top indif- 
ferent hard, and giving a ſlurring jerk. to the 
reſt which will ſlip off _ the ſuch Card. 

25 3 It 
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It is impoſſible to ſhew you all the Cheat 
of this Game, ſince your cunning Gameſter js 
always ſtudying new inventions to deceive the 
ignorant. ä 
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CHAP, X, 
FRENCH RA FF. 


A French Ruff you mult lift for deal, 


moſt or leaſt carries ir according to the 
agreement of the Gameſters. | 
You may play either two, four or fix of 4 
fide, dealing to each five a piece, either tw 
firſt at a time, or three, according to pleaſure, 
and he that deals turns up Trump; the King 
is the higheſt Card at Trumps, and fo it i 
higheſt in all other Cards that are not Trumps, 
the Queen is next, the Knave next, and next to 
that the Ace, and all other Cards follow in pre, 
 heminency according to the number of the Pips, 
bur all ſmall Trumps win the higheſt of any 6 
ther ſui, 
Having turn'd up Trumps, he that bath the 
Ace muſt take the Ace turn'd up, and all ovher 
Trumps which immediately follow that, if ſo a. 
greed among the Gameſters, laying out fo many 
Cards as he took up iu lieu thereof, nu 
Aber thkgllty Hloy e v8 wie eoy cricket 
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nifies nothing, to win three or four wins but 
one, but to win five is the winning of five. 

If you play at forſat (that is the rigour of 
the play ) be that deals wrong loſeth one and his 
Deal, You are bound to follow ſuit, and if you 

- genounce or renege, you loſe the whole Game, 
if you ſo make it, otherwiſe but one or two ac- 
cordiog to * 

He that plays a Card that is trumpeg by the 
follower, if the next player hath none of the 
former ſuit he muſt trump it again, * he 

hath never a trump in his that can win the 
former trump, and ſo it muſt paſs to the laſt 


er, 
All the Players round are bound to win the 
higheſt trump play d if they can. Here note, 
that he who playeth before his rura loſeth one, 
unleſs it be the laſt Card of al), 


CHAP. XII. 
Feve-CARDS. 


Ive -· Cards is an Iriſb- Game, and is as much 
play d in that Kingdom, and that for con- 
ſaderable ſums of money, a5 Al. fours is play d 
in Kent, but chere is little analogy between 


Ibere are but two can play at it, and there 
4 are 


88 Five. Cardi. 
are dealt five Cards a piece. The leaſt of the 
black, and the moſt of the red wins. The Are 
of Diamonds is the worſt of the whole Pack, 
unleſs it prove to be trump. 

The five fingers (alias, five of trumps ) is the 
- beſt Card in the Pack; the Ace of Hearts is 
next to that, and the next is the Ace of Trumps, 
then the Knave, and the reſt of Cards are beſt 
according to their value in pips, or as they 
are trumps. 

Before you play ask whether he will five it, 
if he ſpeaks affirmatively turn up the next Card 
of the Pack under that firſt turn'd up, and that 
muſt be trumps; if not, play it out: he that 
wins moſt Cards wins five, but he that wins all; 
wins ten, 

Obſerve, that the Ace of Hearts wins the 
Ace of Trumps, and the Five-fingers not only 
wins the Ace of Trumps, but alſo all other 
Cards whatever. 


— * 


CHAP, XII. 
Of Game called Coſtih- Colours. 


* Game is to be play d out only by 
two Perſons, of which the eldeſt is to 
play firſt as in other Games, You muſt deal 
off three a piece, and turn up the next Ca 
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ſollowing ; then the Eldeſt is to take his choice 


whether he will Afogg (that is change a Card 


of no) and whoſoever refuſeth is to give the 
other one chalk or hole, of which generally 
Threeſcore and one makes the Game. Then 
wuſt che Eldeſt play, and the other if he can 
muſt make it up fificen, for which he ſhall fer 
up as many holes or chalks as there are Cards 
upon the Table; ſo likewiſe for five and twen- 
ty, and alſo as many Cards as are play'd to 
make up thirty, no more nor leſs, ſo many chalks 
may be ſet up who play'd laſt, to make up 
one and thirty, and if one and thirty be not 
made, then he that play'd laſt and is neareſt 
one and thirty without making out muſt fer 
8 one, which is called ſetting up one for the 

er. | 
Ibis being done, the eldeſt mult ſhow how 
many Chalks he hath im his hand to fer up, and 
after him the youngeſt, which they muft reckon 
in this manner, taking notice both of the co- 
jour and number of pips upon the Card turn d 
up as thoſe in their hands till, reckoning as ma- 
ny for all the fifteen and five and twenty as there 
go Cards to make the number; and if you have 
it by chance in your hand, and with the Card 
turned up one and thirty, then you muſt fer 
wfour for that: you muſt alfo ſer up if you 
luve them in your hands or can make them fo 
in the Card turn'd up as followeth; two for 
# pair, be they either Coat-cards, or others , 
" two 
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two for a Knave, and if a Knave of the fany 
colour and ſuit of the Card turn d up, then 30 
mult ſet up four; and ſo for a Deuce four, if x 
be of the ſame colour turn d up: if you hay 
three of a ſort, either three fours, five fi 
or Coat cards, you muſt fer up nine, and this z 
called a Pair-Royal ; now if they are all cnhg 
Hearts, Diamonds, or the like, then you mu 
ſet up fix for Coſtly Colours. If you have thry 
of a colour, you can reckon but two for G 
lours. 

Whoſoever dealt, if he turr'd up ei 
Deuce or Kuave, he muſt fer up four for jt, 
as for example, imagine you had dealt your & 
verſary three Cards, viz. the five of Hearty, 
four of Hearts, and eight of Hearts, to you 
ſelf the Deuce of Hearts, ſeven of Clubs, an 


nine of Hearts, Laſtly, you turn up a Card, 


which is the Knave of Hearts, for which you 
mult ſer ap four; then becauſe he will not 20 
you to change one, he gives you one, which 
you mult ſer up, and then he plays, ſuppol 
it be his five of Hearts, you then play your 
ſeven of Clubs, which makes twelve, then he 
plays his eight of Hearts which makes twenty; 
then you play your nine of Hearts, which make 
twenty nine, and becauſe he cannot come ig 
with bis five of Hearts, you mult play you 
Deuce of Hearts, which makes you one and 
thirty, For your five you mult ſet up fivg 
then he muſt ſet ap what he hath in his _ 
w 
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which you will find ro be but fix, for be hath 


muſt you ſer up your Games, which firſt are 
wo, for your nine of Clubs and nine of Hearty 


* which make fiſteen, then that fiſteen and the 
1 
either 
u mul 
2 thre 
r 


Lnave turn d up makes five and twemy, for 
which ſet up three; then for your Deuce of 
Hearts which is the right, ſet up four, and 
three for Colours, becauſe you have three of 
f fort in your hand with that turn d up, now 
theſe with the five you got in playing for thir- 
ty one wales you this Deal with the Knave 
urn d up and the Cards in your hand juſt twen- 
iy. Many other examples I might give you, 
but that it is needleſs, ſince this one is ſufficieng 


vo to direct you in all others, And thus much for 


(oft Colauri. 
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CHAP, XIV. 


BO NE ACE. 


— Game 7 — may look on as trivial and 
1 very inconſiderable, and ſo it is by reaſon 
of the little variety therein contain d, but be- 
qauſe I have ſeen Ladies and Perſons of quality 
have plaid at it for their diverſion, I will briefly 

ibe it, and the rather becauſe it is a licking 
me for Money. There 
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T bere are ſeven, or eight (or as many as the 
Cards will permit) play at it at onetime, H 


the lifting for dealing the leaſt deals, which is 4 
great diſadvantage ; for that makes the Dealer 
youngelt hand, 

The Dealer deals out two to the firſt hand, 
and turns up the third, and ſo goes on to the 
next, to the third, fourth, fifth,,c, He that hath 
the biggeſt Card carries the Bone, that is one 
half of the Stake, the other remaining for the 
Game; now if there be three Kings, theo 
Queens, three Tens, &c. turn d up, the elde 
hand wins it, Here note that the Ace of Dis 
monds is Bone-Ace, and wins all other Card 
whatever : thus much for the Bone , afterwards 
the neareſt to one and thirty wins the Game, 
and he that turns up or draws to one and thirty 
wins it immediately, 


CHAP. XV, 
Of PUTT and the High-Game. 


_—_ is the ordinary rooking Game of eve- 
ry place, and ſeems by the few Cards that 
are dealt to have no great difhculty in the play; 
but I am ſure there is much craft and cunning 
in it; of which I ſhall ſhow as much as I us 
derſtand. 34G AIG 239 ; . 
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Of Putt and the High-Game, g3. 

If you play at two · handed Putt (or if you 

ſe you may play at three hands) the beſt 
put - Card deals. Having ſhuffled the Cards, 
the Adverſary cuts them, then the Dealer deals 
one to his Antagoniſt, and another to himſelf 
till they have three apiece : five up or a Put 
is commonly the Game. The eldeſt if he hath 
2 good Game, and thinks it better than his Ad- 
verlaries, puts to him, if the other will not or 

e not ſee him, he then wins one, but if he 
will ſee him they play it out, and he that wins 
two tricks or all three wins the whole ſet; bus 
if each win a trick and the third tyed, neither 
win, becauſe it is trick and tye. 

Sometimes they play without putting, and 
then the winner is he that wins moſt tricks, 
Here note that in 2 playing keep up youn 
Cards very cloſe ; for the leaſt diſcovery of any 
one of them is a great advantage to him that 
—_=- . 

This Game conſiſts very much in daring ; for 
a right Gameſter will put boldly.upon very bad 
Cards ſometimes, as upon a five, ſeven and a 
nine ; the other thinking there are good Cards 
in his Adverſaries hand, having very indifferem 
ones in bis own dares not ſee him, and ſo by go- 
ing to ſtock loſeth one. Here note that he that 
once hath the confidence to put on bad Cards 
cannot recall his putting , by which means he 
frequently pays for his bravado. | 
| beſt Putt · Cards are firſt the Trey, ven 
the 
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much they ſhall rarely ſeparate them; by whick 


Card, 


924 Of Patt and the High-Gume. 
the Deuce, then the Ace, the reſt follow in pr 
heminence thus; the King, the Queen,the Knawe ft 
the Teh, and ſo onwards to the four, which is the ft 
meaneſt Card at Putt. b 
Some of the Cheats at Putt are done after 
this manner : | 
Firſt, for cutting to be ſure of a good Putt 
Card, they uſe the Bent, the Slick, and rhe Breef; 
tde bent is a Card bended in play which you 
cut, the ſlick is when before-band the Game 
Ker rakes a Pack of Cards, and with a lie 
Rone fmooths all the putt · Cards, that when 
comes to ent to his Adverfary with his four-figk 
Fer above and his thumb about the middle, bit 
ides the reſt of the Cards off that which wa 
flickr, which is done infallibly with much fag 
lity; but in this there is required neatneſs and 
dexterity for fear of diſcovery, and then your 
confidence in this contrivance will be vain and 
of no effect. 
Laſtly, the Breef in cutting is very advants- 
=_ to him that cuts, and it is thus done: the 
at provides before - hand a Pack of Cards, 
whereof ſome are broader than others , under 
fome of which he plants in play ſome good 
putt-Cards, which though they ſhuffle never ſg 
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weans he that cuts (laying his fingers on the 
broad Card ) hath ſurely dealt him a "Pans | 


Q7 


In dealing theſe Rooks have a trick they = 
[ 


: 
. 


no pre 
(nave; 


is the ft 
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Spar, and that is, as good Cards come in- 


to their band that they may know them again by 


our-fide (and ſo diſcover the ſtrength or 
eſs of their Adverſaries Game) ſay ſome- 
where on the out · ſide they give them a gentle 
touch with their nail. 
Now when they intend to bleed a Col to ſome 


| 7 75 whom they have ſet before, they always 
| | 


f a ſcore Packs of Cards before (as I have 


A cclated in 39657) by licking them or ſpurri 


them, that is, giving them ſuch marks that 
ſhall certainly know every Card in the 
and conſequently every Card that is in 


; dis Adverſaries hand, an advantage that cannot 


fell be greater, 

But if they are not furniſhed with ſuch Cards, 
and cannot accompliſh their ends by the former 
indirect means without palpable diſcovery, then 
they have accomplices who ſtanding by the in- 
nocent Col look over his Game, and diſcovers 
what it is to his Adverſary : and to ſtrengthen 
their intereſt by cheating, they freque tly carry 
out them Treys, Deuces, Aces, &c. in their 
Pockets, which they uſe as need requires, or if 
hot, they will ſteal them out of the Pack whilft 


Ney are playing, which is the ſecureſt way and 


reeſt from diſcovery. - 
Laſtly, they have one moſt egregious piece 


e Roguery more, and that is playing the High- 
eue at Put; and this is to be done but once 


a Set-meeting ; and therefore on this de- 
| pends 


r rr 


N 5 


m c td 


96 Of Putt and the High-Game, 
pends the abſolute overthrow: of the Col t 
plays, or the Col that is a ſander by. 

This High. Game at Putt is Thus performed, 
the Rook whilſt playing ſingles out the Deum 
and Treys for the laſt Game, and placeth then 
thus in order, hiding them in his lap or other 
covert, firſt a Deuce, then a Trey, next a Deuce, 
then a Trey, then a Trey and a Trey; non 
ſtooping letting fall a Card or ſome other 
as he ſhall think fit, he claps theſe Cards fac d u 
the bottom, having ſhuffled the Cards befott, 
and bids his Adverſary cut, which he nimbly 
and neatly with both his hands joyns the divide 
Cards, and then the bottom fac d Cards are . 
wards, and then he deals, and leſt there ſhoul 
be a diſcovery made of the facing, he palm 
them as much as he can, nimbly paſſing the la 
Card. ; 

Now do the Gameſters ſmile at the goodnevlf | 
of each others Game, one ſhows his to one, the in | 
other his to another; and cries who would nu the 
put at ſuch Cards ? the other in as brisk a tone this 
ſays, Come if you dare, What will you ly} 
of the Game, ſays the Rook ? what you da ted 
fays the Col; then pauſing a while the Rog 
ſeems to conſult with his friends, who c ro 
they know not what to think on'r , five pom chen 
cries a rooking Confederate on this Gently ; 1 
man's ſide, the Col encouraged hereby, cries ui 
pound more: and thus the Rook holds him 
play till chere be a good Sum of Money e don 

ar 
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Board; then —— the Puit of the now ruin d 
They play; the Cel begins with a 

med, — the Rook wins that with a Trey; the 
euch Rook then plays a Deuce, and the Col wins it 
then wich his Trey, then be plays his Deuce which 
other} js won with a Trey; thus the Rook wins the 
heut Day, This Game may be plaid otherways ac- 
non cording to fancy : let theſe and the former cheats 

r unf be a ſufficient warning. 


91 — 
vid CHAP. XVI. 


hou IT 4nd REASON, a Game 
palm ſo called, 


| WV T and Reaſon is a Game which ſeems 
wy very eaſie at firſt to the Learner, but 

in his practice and obſervation ſhall find it o- 
therwiſe. It is a Game ſomething like one and 
«I thirty, and is plaid after this manner. 

Two Playing rogether, the one hath all the 
ted Cards, the other hath the black : then 
; rag turn 74 or pile who ſhall lead; for 
o C Leader hath a great advantage over the o- 
PounEther, as ſhall be demonſtrated. 
zent Lou are not to play ten firſt; for if you 
1650 40 you ſhall certainly loſe for one and thirty 


him being the Game be that firſt comes to it wins; 
on hw ſhould the Leader play a ten the follower 
Joard % tiered 


—— 
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will play another ten, that makes twenty; let 
the Leader then play any thing next, the Fol- 
lower will be fure to make it up one and thir- 


ty. | 
"He that hath the Lead if he play « nine may 
certainly win the Game, if he look about him, 
ever remembring to get firſt to twenty, with 
out ſpending two of one fort, as two Deuces, 
two Treys, two Quaters, &c, otherwiſe you 
will loſe : As for example, you play a nine firſt, 
your Adverſary plays 2 Deuce that makes ele- 
ven, you then play a nine again, and that makes 
twenty ; thus you have plaid out both your 
nines, wherefore your Antagoniſt plays a Deuce, 
now you can play no Card but he wins; for if 
you play an eight (for you cannot come in with 
your ten) and you have never a nine, then he 
hath an Ace for one and thirty; ſo if you 9 
ſeven, which makes nine and twenty, he hath t 
Deuce remaining to make up one and thirty, 
and ſo you may obſerve in the teſt of che 
Cards. 0 
Take this for a general rule, that you have a 
very great advantage in fetching out by play: 
any two of a number, as aforeſaid; as two fi 
two ſixes, two ſevem, &c, wherefore you mult un 
not play raſhly, but with due conſideration #gr 
rithmetically grounded to make up 4 certains Jitm 
Game of one and thirty. To conclude, he that he | 
hath the art of playing well at one and rhirtyJroc 
withom Cards, that is by naming ſuch a number Jig 
11 


4 Paſtimee called the Art if Memory; 38 
Sad panting 44 ——ů— 
A others, that your on On 167 
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CHAP. Xvn. 
4 Paſtinre called The Art of Memory. 


T's Art of Memory is a Sport at which 
—— phy ſor Money, bur it is molt 
to play the Drunkard. It is 
ur it; for with few it _ 


mary 

at all: example; as m_ __ 

play, rn Cards trebled thro 

1 | rig he Table with their faces upwards ; 

— which every one muſt take notice of and enden. 

f ide wur to regiſter then id his Memory. Then 

be Dealer muſt take them all up, add ſhuf- 

ave 1 fing them after cutting deals to every one three 
| play]»piece. ? 

s The firſt it may be calls for a King, which 

mult inaſt be laid on the Table with his face down- 

ion eres by him that hath it in his hands; the next 

_ em —— of the Spades, which muſt 

down in like manner, and ſo it goes 

ing now if any one calls for what is — 

_ ft dos, i if they « F for Liquor, be 75 


then drink a:Glaſs ; if for mony, he muſt then 

Fi pore wholly depends 0n the Memory 
This. on 

for want of which a Man may loſe at this ſport 

his Money or his Underſtanding. 
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CHAP. XVIII. 
A Game called PLAIN-DEALING, 


H* that deals hath the advantage of this 
Game; for if be turn up the Ace of Du- 
moods he cannot loſe : to his Adverſary he deli 
vers out nine and but three to himſelf, then are 
the Cards plaid as at hit, the beſt of Trum 
ar other Cards wins, and but one to be 

at a deal. I cannot commend this Paſtime for 
inn ingenuity, and therefore only name it, be. 
cauſe we treat of Games in general. 


ao. A Game called Plain-Dealing, * 


1 
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CHAP, XIX. 
ſport A Game called Queen Nazareen. 


* may as many play at it as the Cards 
— will allow of, five Cards are dealt to e- 
very Player. The Queen of Diamonds is Queen 
Nazareen, and he that hath it demands three 
apiece of every Player. The Knave of Clubs is 
called Knave Knocher, a he that — it chal- 
h two a- piece. If Women play am 
— naſ Knave Knoeker to kits 


Nazareen, | 

y. he that lays down a King the laſt Car 
that is plaid challengeth one, and begins again; 
and be that hath firſt plaid away bis Cards de- 
mands as many Counters as there are Cards in 


the hands of the reſt. 
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CHAP. XX, 
LANTERLOO. 


Anterloo is a Game may be plaid ſeveral 
ways, but I ſhall-infiſt on none but two; 
the firſt way is thus. 
Af. "Lift for dealing, and the beſt Purt-Card car- 
. ries 


ries it; 2s many may play as the Cards wil 
permit, to whom * five apiece, and 
then turn up Trump. if three, four, five 
or ſix play they may lay out the threes, fours, 
fives, and ſevem to the intent they may 
not be quickly loo d; but if they would have the 
doo. come faſt do then play with che whol 
Pack. 

Having dealt fet up five ſcores or chalks; 
and theo proeved forwards in your Game. 

He that is Eldeſt hand hath the priviledge of 
—— by the benefit thereof, that is, he bath 

D rr was crap ene 
fay, and a laſt ng Arp os fur 
ing as he finds his Game good 
Eldeſt ſaith he paſſeth, the reſt may chuſe ate 
ther they will play or no, 

You way play upon — Card what you 

3 to 2 pound, Trumps 2 
at nw are the beſt Cards, all others in like 
manner take their precedency from the higheſt 
to the loweſt. 

You mult not revoke, if you do you pay al 
on the Table, If you play and are loo d (that 
is, win never a trick) you muſt lay down to the 
ſtock ſo much for your five Cards as you plaid 
upon every one of them. 

Every idea] rub off a ſcpre, and for vv 
trick you win ſet up a ſeore by you till — 6c 
ſcores are out, to remember you 


Game, 


Li 
p. 


tricks yon bave won in the ſeveral — in T: 
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All the Chalks for the Game being rub'd our, 
tell your own ſcores, and ſor ſo many ſcores or 
tricks which you haye won, ſo much as the 
were valued at in the Game ſo much you 
take from the Stock ; thus mult every one do 
according to the number of tricks he hath 
won, 


Here note, that he who hath five Cards of 
a ſuit in his havd loos all the * then 
playing, be they never ſo many, weeps the 
bald if — be two loos he that is eldeſt 
lund hath the adyantage. a 
As there is cheating (as they (ay ) in all trades, 
ſo. more particularly intolerable in Gaming; 
3 in this for example, if one of the Gameſters 
have four of a ſuit and he wart a ſiſth, he may 
for that fifth make an exchange out of his own 
pocket: if he be -5kill'd in the cleanly. art of 
coaveyance ; if. that fail, ſome make uſe of a 
friend, who never fails to do bim that kind 
office and favour, There are other Cheats to 
be performed, which I ſhall omit, ſince it is not 
my buſineſs to teach you how to cheat, but ſo to 
play as not to be cheated. 


Lanterloo ako way plaid. , | 


Ift for dealing 3s aforeſaid, and the beſt 
Pu- card deals fave to every: ane apiece. 
The Dealer for his five Cards mult lay down ſo 
many Six-pences, Shillings, and ſo forth; as they 
pal | H 4 conclude 


264 Lanterloo. 
conclude upon and agree for every Card, or ( 
many Counters being valued at either Six-pence 
or Twelve-pence; more or leſs, Aſter this ll 
moſt play; if any be loo'd he muſt lay dowh 
ſo much for his loo as his five Cards amount ts, 
If any next dealing be loo d he muſt lay downs 
_ for his dealing, and as much more for hi 
00. 

If aſter this the eldeſt hand pafs, the reſt mg 
refuſe to play, or play if they think- they ex 
win a Card, | 

Here note, If there be never a loo the m 
ney may be divided by the Gameſters accordi 
to the number of their Tricks, if there be a 
the winners muſt take up the money, and he 
that is loo'd muſt lay down as much on 
the board as every one had laid down 
be it never ſo great a ſumm, beſides the like 
quantity for dealing, if he that was loo d dealt, 
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CHAP. XXI. 
A Game called PENN EEC H. 


1 His dealt ſeven Cards apiece, turn up 

a Card, and that is Trumps, ' The Act 
_ — of Trumps are thus reckoned, 
the Ace is five, the King four, the Queenthree, 
and the Krave se. 


Having 
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or @ | Having play'd, he that wins the firſt trick 
pence | turns up another Card, and that is Trumps, and 
bis ll | fo every trick produceth a freſh Trump, till all 
dowh {| rheſeven be play d. Now if it ſo happen, that 
nt te. | whac is turn d up proves an Ace or Coat-Card, 
wins dat is a great advantage to him who won the 
r ha laſt trick; for if it be an Ace turn d up then he 
reckons five, if a King four, if a Queen three, 
w aforeſaid. f 
After all the ſeven Cards be play d, (which at 
firſt are dealt one by one) he that won the laſt 
trick turns up a Card, and if n prove AceLing, 
een, or Knave, he reckons for it accordi 
waforefaid, * 
If the Seven of Diamonds be turn'd up, that 
is Pexneech, and is reckon'd fourteen turn'd up, 
bat it is but ſeven in hand, and not that neither 
mileſs Diamonds be Trumps, if it be Trump 
it is the higheſt Card and wins all others; if ir 
be not Trump it wins all Diamonds. 

—  j Laſtly, Having play'd out all the fourteen 
Cards betwixt ye, count bow many Cards you 
have more than your own ſeven at firſt dealt you, 
ud for every Card reckon one, and ſo you muſt 
1, reckon on with the value of your Coat-Card 
Trumps, with Pexneech turn'd up or in hand, 
n up | nd you come to ſixty one, which is the Game. 
A Here note, if you have neither Ace nor Face, 
you may throw up your Game and deal again. 


| 
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; CHAP; XXII. 
POST and PAIR. 


Oft and Pair is a Game on the Cards ven 

much play d in the Weſt of England, z 

All. Faurs is play d in Kent, and Fives in Its 
land 


This Play depends much upon daring , 0 
that ſome may win very conſiderably, who han 


the boldneſs to adventure much upon the Vye al 


ch their Cards are very indifferent. 


You muſt firſt ſtake at Poſt, then at pat; - 


after this deal two Cards apiece, then ſtake x 


the Seat, and then deal the third Card abou. 5 


The eldeſt hand may paſs and come in again, if 


any of the Gameſters vye it; if got, the Det 


way play it out, or double it. 

The Ace of Trumps, at at Ruff and Honours, 
is the beſt Card of all, and fo of the reſt in et 
der, At Poſt the beſt Cards are one and twenij 
viz. two Tens and an Ace, but a Pair-royal win 
all, both Poſt, Pair, and Seat. Here note, tha 
he who hath the beſt Pair or the belt Poſt is the 
winner. A Pair is a pair of any two, as two 
Kings, to Queens, Sc. A Pair · royal is of three, 
2s three Kings, three Queens, &c. The Vye 
what you pleaſe to adventure upon the 

of your own hand; or if it be bad, and you 
imagine your Adverſaries is fo likewiſe, then bid 
high couragioully, by which means you daunt 
your Antagoniſt, and ſo bring him to W 
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If all the Gameſters keep in till all have done, 
ind by conſent ſhew their Cards, the beſt Cards 
carry the Game, Now according to agreement 
thoſe that keep in till laſt, may divide the ſtakes, 
or ſhew the beſt Card for ir. 

+ Obferve,where the Cards fall in ſeveral hands 
of the ſame ſort, as a Pair or Pair-Royal, and o 
forth, the eldeſt hand carries it, 
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u el r, « Game os the 
ards ſo ca 
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_— Cards muſt be cut into as many heapy 
1 as there are Players, or more if you pleaſe; 
ud every Man lays as much money on his own 
Card as he thinks fit, or on the ſupernumerary 
heaps, So many as the Dealers Card is inferior 
to, ſo many he pays; ſo many as his Card is ſu- 
perior to, ſo many he wins trom. 

The beſt Card is the Ace of Diamonds, the 
vext to that the Ace of Hearts, thirdly the Ace 
of Clubs, and laſtly the Ace of Spades, and ſo 
the reſt of theſe ſuits in order, according to their 
degree, The Cheat lies in ſecuring an Ace or 
any other good ſure winning Card; and if you 
mark the _- aforehand, ſo as to know them 
by the bakkſide, you know how to make your 
vantage, : CHAP. 
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CHAP. XXIV, 
BEAST. 


T is called by the French, La Jett, and i 
play d by them after this manner. The bel 
Cards are King, Queen, and ſo forwards. They 
make three heaps, the King, the play, and the 
Trioler, | 
Toevery one is dealt five Cards, (there 
play three, four, five, or more) as at Fr 
Reff, with the ſame rigour , before the Cards 
are dealt, every one ſtakes to the three heaps, 
He that wins moſt tricks takes up the heap that 
is called the Play; he that hath the King takes 
up the heap ſo called; and he that hath threeof 
any ſort, that is, three fours, three fives, three 
fixes, and fo forth takes up the Triolet. 
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(James within the Tables. 
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CHAP. xxv. 
Of IRISH. 


Riſe is an ingenious Game, and — 4 
great deal of skill to play it well, eſpecially 
the After · game. It is not to be learn d other- 
wiſe than — and practice, however 
Iſhall lightly touch hereon. 
Ibe men which are thirty in number are e- 
qually divided between you and your Adverſary, 
and are thus placed, wo on the Ace point, and 
five on the ſice of your left hand Table, and 
three on the cinque, and five on the Ace point 
of your right hand Table, anſwer'd on the like 
ints by your Adverſaries men with the (ame 
number; or thus, two of your men on the 
Ace point, five on the double ſice, or ſice Cinque 
point, three on the Cinque point in your own 
Tables, and five on the ſice point at home, and 
all theſe pointed alike by your Adverſary. 
In your play have a care of being tos for- 
wards, and be not too raſh in hitting every bloc, 
but with diſcresion and conſideration move [low- 


' | ly bu ſecurely, by which means t your 


Adverſary 
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Adverſary have 68'd bis Tables, but withall 
blots, and you by hitting him enter, you may 
win the Game; nay ſometimes though be bat 
born his men all to à very few. | 

Tis the part of a prudent Commander av he 
leads ont his men to bring them home as ſafe u 
he may; ſo muſt you have à care of your men 
as you are bringing them home that they are not 
pickt up by the way, 

Have a ſpecial care that your Adverſary dow 
ble not the Trey, Ace-poim with his men, 
fo make what convenient haſte you can to fill 
your own Tables, and beware of blotting , that 
done, bear as faſt as you can, 

For an After-game I know not wh ĩnſtructi· 
ons to give you, you muſt herein truſt to your 
own j and the chance of the Dice, and if 
they rum low for fome tune, it will be ſo much 
the better. | 


. 


NA 


CHAP. XXVI. 
Of Bart Gammon, 


V Oar men ate placed as at Iriſb, and Nac“. 
Gammon differs but very little from it, but 
in Doublets which at this Game is plaid four- 
fold, - which makes a quicker diſpach of the 
Game than id. YN 

Be 


* 


ns 
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"Be fure to make good your Trey, Ace- points, 
hit boldly and come away as faſt as you can, to 
which end if your Dice run high, you will make 
the . diſpatch. 

en you come to bearing have a care of 

mikirig when you need not, and Doublets now 
will ſtand you moſt in ſtead. 
I both bear together, he that is firſt off wirh- 
oat Doublers wins one. 
If both bear and one goes off with Doublers 
ik wins two. 
I your Tables be clear before your Adver- 
ſarles men be come in, that's 2 Back- mn, 
which is three; bur if you thus go off with 
Doublets it is four, | 

Falſe Dice are much uſed at 1riſb and Back- 
Gammon for the benefit of cntring, wiferefore 
have a ſpecial care that you have not Cinque- 
Deuces, and Quater-Treys put upon you, you 
= quickly peceive it by the running of the 
ce 


The perſon that is cunniog at play has great 
[advantage of a novice or innocent man, which is 
commonly by toping or knaping, which by its 
den practice may be ſuſpected by his Adver- 
ary ; then he has recourſe to Dice, which runs 
- Jfarticular chances for his purpoſe, which the 
but cher being ignorant of, is almoſt an equal ad- 
nntage with the former, For example, he pro- 
ndes Dice that runs 6,5, 4, tis his buſineſs to 

re thoſe points, ſo that if be happens to ſur- 
” prize 
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prize any of your men coming home, as tis two | 
to one = — he does without a kind of 
Miracle win the ſet. 

'Tis poſſible ſometimes they may make uſe gf 
3,2, Which are the low Chances; but thar they 
ſeldom do for rhis reaſon, the high or forward 
points being ſupplied, you muſt enter if at all 
upon the law points which keeps you backwards 
and gives him advantage, The advantage of thi 
Game is to be forward if poſſible upon ſafe 
terms, and to point his men at that rate that i 
ſhall not be poſſible for you to pals, though 

du have entred your men, till he gives you 
liberty, baving two to one the advantage of the 

e. 


Ka 


CHAP. XXVI. 
Of TICK-TACK. 


|; 8 men mult ſtand on the Ace · poini, 
and from thenee play forward, but have 

a care of being too forward, or ſo at kaſtwiſ} 
that Doublets reach you not. 
Secure your Sice and Cinque - point whatever c 
you do, and break them not unleſs it be when F 
you have the advantage of going in, which is the 
greateſt advantage you can have next to a hit g 
for your Adverſaries cleventh point landing 


— — 
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dpen you have ir may be the opportunity of 
ing in with two of your men, and then you 
win a double Game, A hit is but one, and that 
when you throw ſuch a caſt that ſome one 
gy men will reach your Adverſaries un- 
bu ſometimes though ir hits it will not 
paſs by reaſon of a ſtop in the way, and then ir 
nothing. Sometimes it is + going over 
mo your Adverſaries Tables, but it is beſt for 
mAfter-game, 
playing cloſe at home is the ſecureſt way, play- 
ing at length is both raih and unſafe, and be care- 
Ay of binding your men when you lie in danger 
A the enemy. Moreover, if you ſee you are in 
anger of loſing a double Game, give your Ad- 
on. one; if you can it is better doing ſo 
than loſing two, 

Here note, if you fill up all the points of 
your ſecond Table with your own men you win 
wo, and that you may prevent your Adverſary 
from doing ſo (if you are in danger thereof) if 

ry can, make a vacant point in his Tables, and 

point, [tis impoſſible for him to do it. 

{ This is the plain Game of Tick-T:ck, which 

is called ſo from Tauch and rake, for if you touch 

8 man you muſt play him though to your lols , 

and if you hit your Adverſary and neglect the 
Wvantage, you are taken with a Why-not, which 

Þ the loſs of one: likewiſe if you are in, and 

eur caſt is ſuch that you may alſo go into your 

[erfarigs eleventh point by two other _ | 

x — 
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and you ſee it not, either by careleſneſs or exper 
proſecution of a hit which is apparent before 
your eyes, you loſe two irrecoverably. Beſides, 
it is a very great overſight as your men may 
ſtand, not to take a point when you may < 


It, 

Now ſome play this Game with Toots, By. 
veries, and Flyers ; Toots is, when yon fill up. 
your Table at home, and then there is required f 
ſmall throws; ſor if you get over with a Site, 
you have no benefit of Toots, 

Boveries is when you have a man in the ek- IU 
vemh point of your own Tables, and another I d 
in the ſame point of your Adverſaries directhj I th 
anſwering. | hi 

Flyers is, when you bring a man round the Jl 
Tables before your Adyerſary hath got over his no 
Grit Table, ro the effecting of which there is he: 
required very high throwing of your fide, and be 
very low throwing of his, 008 

Much more might be faid as to the craft offi wir 
the play, which cannot be ſo well diſcovertl ie 
as from obſervation in your own or others play 


ing. 

There are ſevera] fooliſh paſtimes to be plaid 
in the Tables which are ridiculous to treat of 
— I ſhall only mention rhefe Thret, 
2 


CHA? 


its 


nager 

efore 
. CHAP. XXVIII. 
may ; 

y DUBBLET SS. 


„ Bo- A* Dubblets the fifteen men are thus pla- 
5 ced , upon Sice, Cinque and Quater there 
uired | zte three men apiece, upon Trey, Deuce, Ace, 
i Siee, | but two apiece. 
He that throws moſt bath the benefi of 
e ch- || throwing brit , and what he throws he lays 
down ; and ſo doth the other; what the one 
throws and hath not, the other lays down for 
him to his own advantage ; and thus they do till 
ad the il the men are down, and then they bear, but 
ex bis not till they are down, he that is down firſt 
ere is bears firſt, ard will doubtleſly win the Game if 
e, andthe other thtows not Dubblers to overtake him; 
how he that throws Dubhlets apace is certain to 
raft o vin, for as many as the Dubblets are, fo many 
dverel le fays down, or bears; for example, if wro 
s pla u, he lays down, or bears eig, and ſo for 
other Dubblets; and chere fore he that can 
e phil eber nap, top, or bath high rungers about him 
— ol, ach a great advantage herein. 
et, 


HAY 4 
bl 12 CHAP. 


CHAP. XXIX, 
SICE-ACE. 


Ive may play at Sice-Ace with fix men 4 
F piece, they one load another with Aces, 
ſixes bears only, and Dubblets drinks and throws 
again, ſo often ſome I have ſeen that for the luce 
of a little money have reſolved rather to hole 
themſelves than a penny. It is commonly agreed 
the laſt two, or the laſt out ſhall loſe, and the 
reſt go free. 


CHAP. XXX. | 
KETCH-DOLT. W 


A T Ketch-Dolt the firſt throws and ly 
down from the heap of men withour the Ad 
Tables, what is thrown at it may be Sice Deng; 
if the other throw either Sice or Deuce, a Fi 
draw them not from his Adverſaries Tables u 1.” 
the ſame point in bis own, but takes them fre * 
the heap, and lays the Ace down, he is dolted 
loſeth the Game, or if he but touch a man oft 
heap and then recall himſelf, the loſs is the ſame = 
Some by frequent practice will never be Dolle 


Of Ina and Inn. 117 
and then they ſtrive who ſhall fill up their Ta- 
bles firſt, which done, he that bears them off 
firſt hath won the game, And ſo much for play 
within the Tables, 


— — 
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mon Games without the T ables. 


to le 
ipreed CHAP, XXXI. 


Of Inn and Inn. 


— |] IN: ad Ins is a Game very much uſed in an 

Ordinary, and may be play'd by two or 
three, each having a Box.in his hand. It is play'd 
with four Dice. You may'drop what you will, 
Six-pences, Shillings, or Guinneys , every Inn 

u drop, and every Inn and Inn you ſweep all; 
| br if you throw out, if but two play, your 
1 Adverſary wins all; if three play, that Out is a 
Ih. between the two other Gameſters, which 
they may either divide or throw out for it. 
Here you are to obſerve that Out is when you 
have thrown no Dubblets on the four Dice; Ian 
is when you have thrown two Dubblets of any 
| 3 as two Aces, two Deuces, two Kings, & c. 
u and Inn is, when you throw all Dubblets, 
1 | Tal whether 
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whether all of a fort or otherwife, viz. four Acet 
four Deuces, or four Cinques, or rwa Aces 
two Deuces, two Treys, two Qnaters, or tw. 
Cinques, two Sixes, and ſo forth, ' 
Your Battail may be as much and as little as 
you will, from twenty Shillings to twenty Pounds, 
and ſo onward to a thouſand, which Battail is not 
ended till every penny of that money agreed 
upon for the Hattail be won; and it is but-requi- 
ſite, for it is frequently ſeen that in a Battal of 
ten Pound a Gentleman hath been reduced to five 

Shillings, and yet hath won at laſt the Battail. 
For a Gameſter that would win without ha- 
zarding much his money, Dice that will run ve- 
ry ſeldom otherwiſe but Sixes, Cinques, Qus- 
ters, & c. are very neceſſary; If thoſe inſtru. 
ments are not to be had, a Taper-box will na 
be amiſs, that as the Dice are thrown in my 
ſtick by the way, and ſo thrown to advantage, 
I have heard of one, who — ſpent the maj 
part of his Patrimony in good fellowſhip, and 
ſuch paſtimes as the * of blood with yigor- 
ous youth moſt proſecute; at length ebalidert 
how he ſhould live hereafter, and finding bu 
ſmall encouragements at, home, ard lefler . 
broad, thought if he could contrive a way tq 
win a conſiderable; ſum at play (having beenx 
preat loſer himſelf that ſhould be the baſis of 
is future ſettlemnr;” after various conſulrationy 
within himſelf he at length contrived this ſtrats- 
gem; He cauſed a Box to be made, ft as they 
| | are 
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ire uſual ſcrewed within, but ſmoath, and pro- 
cured it to be fo well 
within that it lookt like a ſcrew d Box; now this 
Box was but half board wide at top, and nar- 
row at bottom, that the Dice as aforeſaid might 
ſtick, and the Box being ſmooth would come out 
without tumbling, With this Box he went and 
play'd at Inn and Inn, by vertue whereof and his 
art of taking up and throwing in his Dice into the 
Box, he got the firſt night a Thouſand pound, 
and the next night Two hundred a year, with 
' a Coach and fix Horſes, which Coach and Horſes 
{being very valuable ) he ſold, but the Eſtate he 
lives on to this day with great improvements, 
and never would handle a Dye ſince, well 
knowing how many worthy Families it hath 


aivted and ſhadowed 


* 
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Aſſage is a Game at Dice to be play d at 

but by two, and it is performed with three 
Dice, The Caſter throws continually till he hath 
thrown Dubblets under ten, and then he is aut 
ind loſeth, or dubblers above ten, and then he 
eth and wins; high runners are moſt requi- 
be for this Game, ſuch as will rarely run any 
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CHAP, XXXII. 
Of PASSAGE. 
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other 
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other chance than four, five, or fix, by which 
means if the Caſter throws Dubblers he ſcar 
can throw our, There is the ſame advantage of 
the Smooth taper-box aforeſaid in this Game, s 
at Inn and Inn; with the like benefit of the Diet, 
whether by palming, topping, ſlurring, or 82 
Ping. 


— — 


CHAP. XXXIII. 
Of HAZ ZAR b. 


Ar ard is a proper name for this Game; 

for it ſpeedily makes a Man or undoes 

him, in the twinkling of an eye either a Man of 
a Mouſe. 

This Game is play'd but with two Dice, but 
there may play at it as many as can ſtand round 
the largeſt round Table. 

There are two things chiefly to be obſerved, 
that is, Main and Chance; the Chance is the Ca. 
fters, and the Main theirs who are concerned in 
play with him. There can be no Main thrown 
above nine and under five; ſo that five, ix, 
ſeven, eight and nine are the only CAſains and 
no more which are flung at Hazzard; Chances 
and Nicks are from four to ten, thus four is 4 
chance to nine, five to eight, ſix to ſeven, ſeven 
ſO fix, eight to five ; and nine and ten a chance 

to 
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to five, fix, ſeven and eight : in ſhort, four, five, 
fx, ſeven, eight, nine and ten are chances to 
ny Main, if any of theſe Nick it not: now 
Nicks are either when the chance is the ſame 
with the Main, as five and fre, fix and (ix, ſe- 
yen and (even, and ſo on, or fix and twelve, ſe- 
yen and eleven, eight and twelve; where note, 
that twelve is out to nine, ſeven, and five; and 
eleven is out to nine, eight, ſix, and five; Ames- 
Ace, and Deuce-Ace, are out to all Mains what- 
ever, 

That I may the better illuſtrate this Game, ir 
will not be amiſs to give one example for your 
better information; Seven's the Main, the Caſt- 
er throws five, and that's his chaxce, and ſo hath 
five to ſeven, if the Caſter throw his own 
chance he wins all the money was ſet him, bur if 
he throw Seven which was the Main, he muſt 
pay as much money as is on the Board, if again 
Seven be the Main, and the Caſter throws ele- 
yen, that is a Nick, and ſweeps away all the mo- 
dey on the Table; but if he throw a chance, he 
muſt wait which will come firſt , Laſtly, if Seven 
be the Alain, and the Caſter throws Ames-Ace, 
Deuce-Ace, or twelve, he is out, but if he throw 
from four to ten he hath a chance, though they 
are accounted the worſt chances on the. Dice, 
2s ſeven is reputed the beſt and eaſieſt Main to 
de flung; thus it is in eight or fix, if either of 
them be the Main, and the {after throw either 
four, five, ſeven, nine, or ten, this is his 3 

whic 
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which if he throw firſt, he wins, otherwiſe ly 
ſeth ; if he throw twelve to eight, or fix or the 
fame Caſt with the Main, he ins; but if Amey 
Ace or Deuce-Ace to all he loſeth; or if twelye 
when the Main is either five or nine, Here 
note, that nothing Nicks five but five, nor no 
thing nine but nine. 

Four and Five to Seven is judged to have the 
worſt on' t, becauſe Four (called by the Tribe af 
Nickers little Dick-Fiſher } and Five have but 
two chances, Trey Ace and two Deuces, or 
Trey Deuce and Quater Ace , whereas Seven 
hath three Chances, Cinque Deuce, Six Ace, 
and Quarter Trey; in like condition is nine 
and ten, having but two chances, fix trey, 


cinque and quater, or fix quater and tue 


cinques, 

Now fix and eight one would think ſhould 
admit of no difference in advantage with ſeven, 
but if you will rightly conſider the caſe, and be 
fo vain to make trial thereof, you will find 1 
great advantage in ſeven over ſix and eight, How 
can that be you will ſay, hath not (ix, ſeven and 
eight, eight equal chances? For example, in ſix, 

ter deuce,cinqueAce,and two Treys ; in eight, 

x deuce, cinque trey, and two quaters, and hath 
vot ſeven three as aforeſaid? It is confeſt; bu 
pray conſider the diſadvantage in the dubblets, 
two treys and two quaters, and you will ind that 
fix deuce is ſooner thrown than two quaters, and 
ſp conſequently cinque Ace or quater deuce ſoon- 
er 
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i than'rwo treys, I ſaw an old Rook once take 
wp 4 young fellow ina Tavern, upon this very 
fore: the bargain was made that the Rook 
| ſhould have ſeven always and the young Gentle- 
nan ſix, and throw continually ; agreed to 
play they wert, the Rook got the brit day 
jen pound, the next day the like ſum , and ſo for 
fix bays together loſing in all threeſcore, pounds; 
totty it hſtanding the Gemſeman, 1 am confident, 
hd ſquare Dice, and threw them always him- 
ſelf And farther to confirm what I alledg d 
before, not only this Rook, but many more have 
told me that they deſir d no greater advantage 
thn to have ſeven always and the CaZeyr to 
have'fix. Here note, it is the opinion of moſt 
that at the firſt throw the Caſter hath the worſt 
on t. | 
Certainly Hazzard is the moſt bewitching 
Game that is plaid on the Dice; for when a man 
begins to play he knows not when to leave off; 
ind having once accuſtom'd himſelf to play at 
Hazzard, he hardly ever after minds any thing 
elſe. I have leen an old man about the Age of 
Seventy play at an Ordinary when his on eyes 
were ſo defective, that he was forced to help 
them with a pair of Spectacles; and having an 
opportunity one day to ſpeak to him, How 2 
nan of his years could be fo vain and boyiſh ill 
to mind play; inſiſting withall upon the folly 
of that action to hazzard his money when he 
tad not ſight enough remaining to diſcern — 
| | * | 
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ther he had won or loſt ; beſides Sir, ſaid I, you 
cannot but hear how you are derided every 
time you come to the Ordinary; one ſays, 
here comes he that cannot reſt quiet, but wil 
cry without the rattle of the Dice; another cries, 
certainly ſuch a one plays by the ear, for he can- 
not ſee to play, Let them talk what they will, 
ſaid the Gentleman, I cannot help it, I have been 
for above forty years ſo us'd to play, that ſhould 
I leave it off now, I were as good ſtop thoſe If. 
ſues about me, which have been inſtrumental in 
the preſervation of my life to this length of 
time, | 

To conclude, happy is he that having been 
much inclined to this time-ſpending-money-walt 
ing Game, hath rook up in time, and reſolved 
for the future never to be concerned with i 
more; but more happy is he that hath never 
heard the name thereof, 


ER 
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CHAP, XXXIV. 


The Art and Myſtery of RIDING, 
Whether the Great-Horſe or any other, 


S an Introduction to the Art of Riding, 

I think it requiſite to treat of the taming 
of a young Colt: In order thereunto, obſerve, 
that after your Colt bath been eight or ten days 
. at 
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it home, and is reduced to that familiarity that 
he will indure currying without ſhowing aver- 
fon thereunto, and will ſuffer his Keeper to 
handle and ſtroke him in what part of the body 
he thinketh beſt, then it is time to offer him 
the Saddle; firſt laying it in the Manger that 
he may ſmell to it, and thereby grow acquaint- 
ed with ir, uſing all other means that he may 
not be afraid either at the ſight thereof or at the 
noiſe of the Stirrops. Having gently put on the 


Saddle, take a ſweet warring Trench waſht and 


anointed with Honey and Salt, and ſo place it in 
his mouth, chat it may hang directly about his 
Tuſh , ſomewhat leaning thereon : having ſo + 
done, which muſt be in a morning after dreſ- 
fing, then lead him out in your hand and water 
bim abroad, then bring him in, and after he 
hath ſtood rein'd a little upon bis Trench an 
hour or thereabour, then unbridle and unſaddle 
him, and give him liberty to feed till Evening, 
and then do as before; having cheriſhed him, 
dreſs and cloath him for the Night. 

The next day do as you did before, and after 
that put on him a ſtrovg Muſrole, or ſharp Ca- 
vezan and Martingal, which you mult buckle as 
that length, that he may only feel it when he jer- 
keth up bis head, then lead him forth into ſome 
new plow'd land or ſoft ground, and there ha- 


ving made him trot a good while about in your 


hand to take him off from wantonneſs and wild 
tricks, offer to mount, which if he refuſe, then trot 
8 : him 
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him again in your hand, then put your foor ig 
the Stirrup, and mount half way and diſmount 
again; if he ſeem diſtaſted at it, about with hin 
again, and let him not want correction; but if 
he cake it patiem ly, cherith him, and place your 
ſelf in the Saddle, but {tay there a very liuk 
while, then cheriſh him again and give him 
bread or graſs to feed on; then having ſeen al 
things fit and ftrong without offence to your (elf 
and Horſe, remount him, placing your ſelf e. 
ven in the Saddle, carrying your Rod inoffen- 
fively to his eye, then let ſome perion having 
ia hs hand the Chaff halter, lead him a little 
way, then make him ſtand, and having cheriſit 
him, let him forward again, do this ſeven or 
eight times, or ſo often till you have bro 
him of his own accord to go forward , 
mult you ſtay and cheriſh him, and hayi 
brought him home, alight gently, then d 
and feed him well. 


Obſerve this courſe every day till you have. 
brought him to trot, which will be but three 
at the moft, if you obſerve to make him fol- 
low ſome other Horſman, ſtopping him now 
and then gently, and then making him go for- 
ward, -remembring his ſcaſonable cher iſhings, 


and not forgetting his due cor rections as ohen 


as you find him troward and rebellious ; and 
when you ride him abroad, return not the fame 
way home, that you may make dum take all 


ways | 
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mays indifferently : and by theſe obſervations 
you will bring him to underſtand your will 
wd purpoſe in lefs than a Fortnights time. 


Having brought Horſe to receive 
10 ris — _ — , top and — 
patience and obedience, be never unmind- 
of your Helps, correction and cheriſbingr, 
which conſiſt in the Voice, Bridle, Rod, Calder 
of the Legs, and Spurs; the laſt of which is 
chief for correction, which muſt not be done 
faintly but ſharply when occaſion ſhall require 
it, 


Cheriſhings may be comprehended within 
three Heads, the Voice delivered ſmoothly and 
lovingly, as /o, ſo boy, ſo; then the hand by 
capping him gently on the neck or buttock ; 
laſtly rhe Rod by rubbing him there upon 
the Withers or the Main, in which he very 
mach delights. 


The next that you are to regard, is the Mu- 
role or Cavezan and Martingale; this is an ex- 
cellent Guide to a well-diſpoſed Horſe for ſet- 
ting of his Head in due place, forming of his 
Rein, and making him appear lovely to the 


eye of the Spectator; and wirhall this is a ſharp 


correction hen a Horſe yerketh out his Noſe, 
diforders his Head, or endeavours to run away 
with his Rider. 

The 


Fd — — — 
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The manner of placing it, is thus: leg i 
bang ſome what low, and reſt upon the tender 
grifſel of the Horſes noſe, that he may be the 
more ſenſible of correction; and let it not be 
ſtrait, but looſe, whercby the Horſe 
feel, upon the yielding in of his Head, how 
the offence goeth from him, and by that meang 
be made ſenſible, that his own diſorder was his 


* 


You mult carefully obſerve how you wig 
your Horſes head, and by thoſe degrees bring 
his Martingale ſtraighter and ſtraighter, ſo as 
the Horſe may ever have a gentle feeling of 
the ſame, ' and no more, till his head be 
— to its true perfection, and there 

ay. | 


When you have brought your Horſe to 
ſome certainty of Rein, and will Trot forth 
right, then bring him to the treading forth of 
the large rings. If your Horles nature be 
ſloathful and dull, yet ſtrong trot him firſt in 
fome new plow'd field; but it agil, and oi 
a fiery ſpirit, then trot him in ſome ſandy. 
ground, and there mark out a ſpacious large 
ring, about a hundred paces in-circumference, 
Having walkt him about it on the right ſeven, 
or eight times, you muſt then by a little ſtrait, 
ning of your right Rein, and laying the 
of your left Leg to his fide, making a half 2 be 
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de within ring, upon your right hand 
er | down 10 2 thereof, and then by ſtrait - 
| | ning little your left Rein, and layipg the calf 
of your right Leg to his fide, making another 
ſemi-circle to your left hand from the cetuer 
| ws the outmoſt verge; which two Semicir« 
des contrary turned, will make a perſect Ro- 
man $ within the ring; then keeping your firſt 
linge circumference , walk your Horſe about 
Ii pour left hand, as oft as you did on your 
right ; and then change within your ring as 
you did before, to your right band again; 
awd then trot him firſt on the right hand, then 
en the left, as long as you ſhall think conveni- 
ent, either one, two, or three hours, to per- 
ect him in this leſſon ; and this muſt be done 
ing and evening too, if you find 


m 
— Horſe and dull; otherwiſe you 
need not take fo much pains with him. 


„Having raught him to trot the large rings 

Ky rugby will not require above four 

five days; then in tbe manner aud 

| make bim gallop the ſame rings, ma- 

ug him take up his Feet fo truly and loftily, 

hat no falſnood may be perceived in his ſtroke, 

but that his inward Feet play before his out- 

Jud, and each of a fide follow the other ſo 

rait, JemRly,- chat his gallop may appear the beſt 
cal, mace of all his motions. 


K Here 
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Here note: You mult not enter him all ar 
once to gallop this great ring, but by degrees, 
firſt a quarter, then a half quarter, &c. eyer 
remembring, not to force him into it with the 
ſpur, but by the lightneſs and cheerfulneſs of 
your body let him paſs of his own accord ituo 
a gallop. | 


4} wo os 


Helps, correQions, and cheri in the 
ring · turn, are as aforeſaid, the elevation of the. 
voice, and the threatning of the rod, and ſtraꝶ 
ning.ot the bridle, are good helps, which you 

| muſt uſe ns you muſt the ſpur, rod and leg, 
for timely due corrections: neither muſt you 
ever cheriſh without deſert, - | 


Having made your Horſe gallop as well w |; 
trot. the large ring, then teach him to ſtop fair % 
comely, and withott danger, after this manner Ii 
Firſt, having cheriſht him, bring him into a Ide 
ſwift trot forward about fifty paces : then dray 
in your bridle-hand ſtraightly and f 
which will make him gather up his binde 
and fore-legs together, and thereby ſtand ſtill; 
then eaſe your - hand à little, that be may 
give backward : which if he doth, give him 
more liberty, and cheriſh him: having gives 
2 little reſpit, draw in your-bridle-handj 
and make him go back three or four - paces; lu 
at which if he ſtrike, inſtantly eaſe your hand 
ard draw it up again, letting him come 

go u. 


, 


= 
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l ar 6 rill be yield and go backward : but if he 
ets; | refuſe it, let ſome perſon ſtanding by, put him 
ever | hath, and then cheriſh him, that be may know 
a the jour intention. Thus every time you ſtop, 
(s of | make him retire, till you have perfected him in 
to | theſe two leſſons at one time. 


Have a care that the ground be not flip- 


1 


where you ſtop, but firm and hard, left 
Horſe apprehenſive of the danger of 
Wing, teſuſe to ſtop as you would have 


1 the 
f the- 
trait 


| 
| 
t you 


When your Horſe can ſtop well, and retire, 
muſt then teach him to advance before, 

| he ſtoppeth; a leſſon that carrieth much 
ell os wy and comelineſi therein; it is performed 
p fair; [ia this manner: After you have ſtopped your 
net {Horſe without giving your hand any eaſe, lay 
— the calves of both your Legs hard to his ſides, 
faking your Rod, and 5 ; which 
denly; [tough he underſtand T . 82 by fre. 
bindet cent practice, with helps, cheriſhings, and 
d ſtil! JrorreRions as aforeſaid, he will come to un- 


e MiFierſtand your meanitg. But be ſure you look 
e bim fury co the comelineſs of the advancing, 
g conſiſts in taking up bis Legs both even 


-hand; ſegether, bending them inward to his 
paces; ur his advance muſt not be tooghigh , 
hand Bear of his coming over upon you; but let him 
de and bel is kinder- Ioins cloſe to the ground, but 

go ait F 2 T by 
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by no means ſuffer him to ſprawl or paw with 
his Feet forward, Laſtly, he muſt not advance 
for his own pleaſure (for that is a great fault} 
but for yours, according to your will ang 

Sommand, 


— ww _—— «<< cT 


If in advancing he riſe too high, ready to 
come over, or ſprawl, or paw; give him oo f « 
only your ſpurs both together, but laſh hin | I 
twice or thrice with your Rod between hi | © 
ears, and if he advanceth of his own accotd, | - 
then jerk him over the knees, doing ſo u 
often as he commits thoſe faults. 


a ww - 


Now the uſe of advancing is this; it net 
only graceth all his other leſſons, but male 
his body agil and 3 — _— for 
ready turning; it is- ed at ſtopping, 
and then very gracefully. | 


In the next place you muſt teach your Hon 
to yerk out behind, after this manner: & 
ſoon as you have made him ſtop, preſenth 
give him a good jerk under his belly, nex 
His flank, which will make him underſtand 
you in time, though not preſemly. At fil 
doing, cheriſh him much, and having ler hin 

„ make him do it again, till he will 4 
it as Oftety as you will have him : but wil}: 
all, look to the comelineſs of his yerking, {In 
it is nor graceful for bim 10 yerk our wa 
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—— his hy yh be above the 

ſee that rk not one leg far- 
fault) our = the — at both even toge- 
| and | ther, and not too high, or — out whillt 
the other is on the ground. 


y to] Helps in yerking, are the conſtant ſtaying 
m dt | of his mouth on the bridle, the ſtroke of the 
hin | Rod under his belly, or a gentle touch there- 
hs a on his Rump. 


ſo u If he refuſe to yerk, or doth it diſorderly, 
then a ſingle ſpur on that ſide that is faulty; 
and laſtly, continual diſcaſing him till he hath 


it not done it. 


m for x 8 — in ro rr — on both 
i 1s to br is large into 2 
wa tarrower compaſs, — is about . yards in 
circumference, walking your Horſe therein 
| gemieneſß, and at his own pleaſure, 
is acquainted therewith : After this, 
y your bridle-hand conſtant, and ſomewhat 
the outmoſt Rein ſraighter than the 
„ making the Horſe rather look from 
vw - uy into it; and thus trot him a- 
hout, dy then on the other, 


— pour changes 2s aforeſaid. Thus ex- 
an hour and balf, then ſtop and make 


| 3m advance three or four times together, then 
tire in an even line, afterwards ſtand ſtill and 
inder 4: - K 3 cheriſh 


1; ah 


cheriſh him: m_— pawſed a while to m, 
cover brenth, exercile him as aforeſaid, hill 
endeavouring to bring his trot to all the ſwiſs 
neſs and lofrineſs poſſible, making bim do his 
changes roundly and readily, and cauſing him 
to lap his outmoſt leg ſo much over his inmoſt 
leg, that he may cover it more than a foo 
over ; and thus exerciſe him ſeven or eight 
days, every morning at leaſt three hours, and 
ſuffer him only to practiſe his former lefſow 
once in a morning; in this manner you teach 
your Horſe three leſſons together, the Ter 
# Terra, the Incavalere, and the Chambletta. 


The turn Terra à Terra in the outmoſt. cis 
cle of the ſtraight ring, and the Incavalere and 
Chambletta in the changes, wherein he is forced 
to lap one leg over another, or elſe to lift up 
the intnoſt Leg from the ground, whilſt he 
brings the ourmoſt over it : This leſſon is fo 
difficult, that a compleat Horſeman ſhould think 
bis Horſe hath never perfectly learn'd it; and 
theeefore he muſt continually practiſe his Horſe 
I trading, trotting, and galloping theſe nar- 
row rings; and from thence to paſs them + 
bout in -ground-ſalts, as from taking up his 
fore-legs from the ground both together, und 
bringing his hinder- feet in their place, and ſe 
paſſing the Ring as often as the ſtrength of 
Feen 


* * 


uz Thus 
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bas you ſee the perfecting your Horſe in 
the large Ring will eaſily introduce him into 
the knowledge of the ſtraight Ring, and that 
brings him to turn perfectly, and ſtopping be- 
gets retiring, and retiring advancing. 


Having brought your Horſe to this perfe- 
Kion, take off his Muſrele and Trench, and 
in their — on his head a gentle Cavezas, 
in ſuch mander that it lye on the tender griſſel 
.of his noſe ſomewhat near the upper part of 
is noſtrils, put in his mouth a ſweet ſmooth | 
cannon-bit , with a plain watering chain, the 
cheek being of a large ſize, let the Kirble be 
thick, round and large, banging loolly upon 
his neather lip, ſo that it may entice him to 
play therewith, b 


Haying ſo done, mount, caſting the leſt rein 
of your (ve over the Horſes right, ſhoul- 
der, and bear it with your thumb with the reins 
of the Bit in your left band , let the right reigs 
of the Cave an be caſt over his left ſhoulder, 
and bear it with your Rod in your hand, and 
ſo trot him forth the firſt morning about two 
miles in the high-way, making him now and 
then {top and retire, and gather up his head in 
its. due place; the next day bring him to his 
ſormer large Rings, and perfect him therein 
wich the Bit as you did with the Suaffle in all the 
lore going leſſons. which js more eaſily done by 
ne- K 


* reaſon 


* 
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reaſon the Bit is of better command and of ſhar- 
per correction. 


The next thing we ſhall ſpeak of (to avoid 
every thing that is not very pertinent to our 

urpole) is the Turning · Poſt, which muſt be 
— and ſtrong, and very well fixt in the 
center of the ſtraight Ring, then cauſing ſome 
perſon to ſtand at the Poſt, give him the right 
rein of your Cavezar to about the Poſt, 
and ſo walk or trot your Horſe about the ſame 
gs oft as you think fit on your right hand; then 
change your right rein for your kft, and do a 
before; cominue thus doing till your Horſe be 
perfect in every turn. Having ſo done, texth 
him to manage (the proper poſture for 4 
ſword) which is thus performed: Cauſe two 
Rods o be prickt in the earth, at what di- 


ſtance as you ſhall think fit from one another, 


then wilk Horſe in a ſtraight ring about 
the firſt al your right hand, paſfi 1 in an 
even furrow down to the other Rod, and walk 
about that alſo in a narrow — on your leſt 
hand, then thruſt him into a gentle gallop down 
the even furrow, till you come to the firſt 
Rod, and there make him ſtop (as it were) and 
advance without pawſe or intermiſſion of time; 
thraſt him forward again, beat the turn Ferrs 
4 Terra about on your right hand; then gal- 
lop forth right to the other Rod, and in the 
ſzme manner beat the turn about oa the left 


hand; 
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hand, do this as often as you ſhall think con- 
venient : Though there are many ſorts of Ma- 
nages, yet I hold but two neceſſary and uſeful, 
and that is this already deſcribed, called Terra 
4 Terra, and Incavalere or ( bambletta, diſ- 
courſed afore- going. As for the Career, I need 
not ſpeak much thereof; ony this, when ye 
run him forth-right at full ſpeed, ſtop him 
quickly, ſuddenly, firm and cloſe on his but- 
tock, and mark that you make not yogr C.- 
reer too long, nor too ſhort , the one weak- 
em, and the other hinders the diſcovery of 


his true wind and courage; therefore let not 


the length of your Career extend above fix- 
ore Yards ; and be ſure you give him 
fome little warning by your bridle-hand, be- 
fore you ſtart him, and then ſtop him firmly 
and ſtrongly, 


Thus much for the War-Horſe or great 
ade. 


of 


238 
Qf the- Horſe of Pleaſure, 


1 you will make your Horſe to beand aloſt 
you mult firſt trot him about ſixteen yards, 
then ftopim, and when he hath advanced twiee, 
ſtreighten a little your Bridle-hand, and then 
give him the even ſtroke of both your ſpurs to 
ther hard, which at firſt will only amaze him, 
if he have good mettle and courage, he will 
at length riſe from the ground by often doing 
it; if he doth ir, though bur little, cheriſh him 
very much, then let him pauſe and give bia 
your ſpurs again, and if he acts according tg 
your deſire, cheriſh him again, make him do 
thus three or four times a day, till he is ſo per 
fect that he will do it at any time at your ſpurs 
command. 


Next, teach him to cervet thus; hollow the 
ground a Horſe's length, where two walls jo 
together, then place a ſtrong ſmooth poll by 
the fide of the hollowneſs of a Horſe's length, 
likewiſe from the wall, then over againſt the 
Poſt faſten an lron-ring at the wall; this done, 
ride your Horſe into the hollow place, and fa- 
ſten one of the Reins of the Cavezan to the 
Ring, and the other about the Poſt , then (ha- 
ying firſt cheriſhed your Horſe) make him ad- 

Vance 
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rance by the help of the calves of your Legs, 
twice or thrice together, then let him pauſe, 
after this (cheriſhing him again) advance him 
half a'ſcore times together, and daily encreaſe 
his advancings, till you perceive he bath got 
ſuch a habit therein, that he will by no mean 
go forward, but keeping his ground certain, 
advance both before — behind of an equal 
height, and keep juſt and certain time with 
the motions of your Legs; and if he raiſe 
his hinder 1055 not high enough, you mult 
have ſome body behind, who having a rod, 
mult gently jerk him on the fillets, ro make 
him raiſe his hinder parts, By taking this 
courſe, in a few days you will ſo teach your 
Horſe to corvet, that without any helps at 
any time and place, you may make him cor- 
yet at your pleaſure. 


I need not ſpeak of the Capriole, fince it 
is the ſame manner of motion as the Corver, 
poly it is done forward, gaining ground in 
the ſalt, raiſing his hinder parts as high or 
higher than the foremoſt. 


If you would have your Horſe. go fide- 
long on any hand, you muſt draw up your 
bridle-hand ſtraight, and if you would have 
tim go on the right hand, lay your left rein 
cloſe to his neck, and the calf of your Leg 
cloſe to his fide, making him put his left leg 

| over 
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over his right, then turning your rod back. 
ward, gently jerking him on the left hinder 
thigh, make him bring his hinder parts to the 
right ſide alſo, and in an even line as 
at the firſt, then make him remove his fore- 
parts more than before, ſo that he may as it 
were croſs over the even line, and then make 
him bring his hinder part after, and ſtand in 
an even line again, and this do till by practice 
he will move his fore-parts and hinder-parts 
both together, and go ſide- long as far as you 
pleaſe; and if you would have him go on 
the leſt hand, do as before. 


To conclude, theſe are the moſt material 
Leſſons requiſite to be taught any Horſe 
whatever, either for ſervice or pleaſure, which 
if taught your Horſe with care and patience 
you may conclude your Horſe perfect and 
compleat. But be fure you obſerve this, that 
whatſocver Leſſon your Horſe is molt im- 
perfe& in, with that Leſſon ever when you 
ride begin and end with it ; repeating eve 
one over, more or leſs, leſt want of uſe 
breed forgetfulneſs, and forgetfulneſs abſolute 


ignorance, 
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CHAP. XXXV. 
Of RACING. 


oK the compleating à Gentleman's de- 

light io the Art of * he is to take 
ſpecial, cognizance of theſe ſubſequent Rules 
and Orders, 195 


Firſt, He is to conſider what is the moſt 
convenient time to take his Horſe from graſs, 
which is about Bartholomew-tide , the be- 
ing dry, fair, and pleaſant, as ſoon as he is 
taken up, let him let him ſtand all that nighs 
in ſome convenient dry place to e his 
body , the next day put kim into a, ſtable, 
and feed him with whear-ſtraw , but no lon- 
ger; for though the Rule be good in taking 
up Horſes bellies after this manner, yet if you 
exceed your time in ſo doing, this ſtraw will - 
ſtraighten his guts, heat his liver, and hurt 
his blood; therefore what you want in ſtraw 
let it be ſupplied by riding him forth. co wa- 
ter morning and evening, airings, and other 


moderate exerciſe. And for his food, let it 
be good old ſweet Hay, and clothe him ac- - 
cording to the weather and temper of his 
body; for as the Year grows colder, and 
thereby you find his hair riſe and ſtare about 


his 


a ay 
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his neck, flanks, or other parts, then add x 
woollen cloth, or more if need require, till 
his hair fall ſmooth, Where note, That «4. 
rough coat ſhews want of cloth, and a ſmooth 
coat cloth enough, 


A Race-horſe ought to be dreſt in his reſt 
ing days twice a day, before his motning and 
evening waterings , and muſt be done after 
this manner: Curry him from the tips of bis 
ears to the ſetting on of his tail, all his body 
entirely over with an Iron-Comb, his Legs 
under the knees and gambrels excepted , then 
duſt him-and curry him high again all over 
with a round bruſh of briltles, then duſt him 
the ſecond time, and rub all the looſe hair 
off with your hands dipt in fair water, and 


continue rubbing till he is as dry as at firſt, \ 


then rub every part of him with 4 hair. cloth 
and laſtly rub him all over with a white lin- 
nen cloth; then pick his eyes, noſtrils, ſheath; 


EF. tods, tuel, and feet very clean, then cloath him 


2nd ſtop him round with wiſps. 


There is no better water for 4 Rate- horſe, 
than az running River or clear Spring, about 
z mile and half from the ſtable, near ſome 
level ground, where you may gallop him af- 
terwatds, having ſeop'd him a little, bring him 
to the water again, then ſcope him and bring 
him again, ſo often till he refuſe to drink 

. f more 
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nore for that time; after this, walk him home, 
dothe and Rop bim up round with great ſoft 
wiſps, and having ſtood an hour upon the 
deidle, feed him with ſweer — — ei- 
ther dryed by age or art: I r Horſe be 
how 7 Nan, be * a bad — add one 
third of Beans to two parts of Oats, and that 
will recover both. 


The next food yon ſhall give him ſhall be 
better and ſtronger, and it is bread, which 
muſt make after this manner: take two 

Is of beans, and one of wheat, and grind 
them together, then boult through a fine Range 
the quantity of half a buſhel of pure meal, 


| nd bake it in three loaves, and the reſt ſiſt 


through a Meal-fieve, and knead it with was 
ter and good ſtore of barm, and bake it id 
great loaves ; with the courſer bread fee 
— Runner in his reſting days, and with the 

r againſt the days of his exerciſe and great- 
eſt labour. 


The times of his feeding, upon the days of 
lis reſt, muſt be after his coming from was 
ter in the morning, an hour after mid-day, 
aſter his evening watering, and at ten a clock 
n night; but upon his labouring days, two 


hours after he is throughly cold, outwardly 


and- invvardly, afterwards as aforeſaid, 


Let 
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Let his Hay be dry anch ſhort ; if itibe 
et no matter how courſe it is, for if it 
be rough it will ſcowre his teeth, As for the 
proportion of his food, I need not preſcribe 
a quantity, ſince you muſt allow him accord- 
ing a the goodneſs and badneſs of his ſto- 
mach, 


His exerciſe ought to be thrice a week, and 
it muſt be more or leſs according to the con- 
dition of his body; for if it be foul, exerciſe 
bim moderately to break his greaſe, if clean, 
you may do as you think fit, having a cars 
that you diſcourage him not, nor abate h 
mettle ; and after every exerciſe give him that 
night, or the next morning, a ſcouring , the 
beſt I know to purge a Horſe from all greaſe, 
glut, or f|th whatever, is this, take three 
ounces of Anniſeeds, fix drams of Cummin- 
ſeeds, a dram and half of Carthamus, ws 
drams of Fenugreek-ſeed, and of Brimſtone an 
ounce and half; beat all theſe to a fine pom. 
der, and ſearſe them; then take of Saller-oyl 
fomewhat more than a pint, a pound and half 
of Honey, and a pottle of white Wine, then 
with fine white Meal knead it well into 4 


i. © 2. - 
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ſtrong paſte, and keep it by you, it will lalk [rig 


a long time; when you uſe it, diſſolve a bak 


thereof in a Pail of fair water, and give i 


him to drink after exerciſe, in the dark, le 


diſcolouring the water, the Horſe refule to fe 
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trink. This is aun excellent ſcouring, and a 
temedy for all internal diſtempers. 


„No after exerciſe, cool him a little abroad 
before you bring him home, then houſe him 
ind litter him well, rubbing him with dry 
Clothes till there be never a wet hair about 
him, then clothe and wiſp him round. 


| Here note, before you air your Horſe, it 
will be requiſite to break a cow ty imo his 
mouth, for it will add to his wind, It he be 
tg air him before Sun-riſe and after Sun-ſet , 
Ii Jean, let him have as much comfort of 

Sun as you can, Courſing in his clothes 

times to make him ſweat is not irrequi- 
ine, ſo it be moderately done; but when 


hre without his clothes, let it be ſharp and ſwift. 
in- Let his body be empty before he courſe, and 
th waſh his tongue and noſtrils with Vinegar, 
or to piſs in his mouth e're you back bim, 
s wholeſom, having courſt him, clothe him, 
ther he hath taken bremh, and ride him home 


e. 


To dy Gan what is 228 in the 
15 ing of a Race-horſe, your own 
1 me * eaſily ſupply. All that you 
ave to do, is to be careful when to take 

ek up, boty to clothe him and dreſs him, 
aden and how to feed om water, what — 
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bow much- exerciſe is requiſite either by air- 
ing or by courſing, and his ordering after 
exerciſe, and what ſcowrings are moſt requi- 
ay _— a TE 
your knowledge, this ſubject, 
take theſe — Rules and Inſtructions. 


1. Courſe not your Horfe hard at leaf 
four or five days before you run your match, 
leſt the ſoarneſs of his Limbs abate his 


2. Except your Horſe be a foul feeder 
muzzle him not above two or three Night 


t 
8 


before his match, and the Night before his | th 


bloody courſes. 


3. As you give your Horſe gentle cour- 
ſes, give him ſharp ones too, that he may 
x well find comfort as diſpleaſure there- 
on. 


4. Upon the match-day let- your Horſe be 
empty, and that he take his reſt undiſturbed 


till you lead him our. 


J. Shoo your Horſe ever 4 day before you 
run him, that the pain of the Hammers 
knocks may de out of his Feet. " 


TR 
6. Saddle 
-— — —_ 
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86. Saddle your Horſe on the Nact- day in 
e lead him forth, ud fx 
the Patmel and the Girths to his back 
with $ho6-mukers Wax, to prevent 

all danpers, | g a 


7. Lead your Horſe to his courſe with. all 
_ and give him leave to ſmell to 0+ 

r Horfes dung, that thereby he may be 
iced ro ftole and empty his body as he 
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Laſty; When you come to the plate 
where you muſt ſtarr, firſt rub his limbs well; 
then uncloath him, then take his back, und 
the word given, ftart him with all gentle- 
heſs and quietneſs that may, teſt doing any 
ming y, you choak him in his own 
ind. 


A Race-horſe 0ught to have all che fineſt 
ſhapes that may be, but above all things he 
muſt be nimble, quick, and fiery, apt to flye 
uud the leaſt motion, Long Bages are to- 
lerably good, for though they ſhew weakneſs, 
Jet they affure ſudden ſpeed. The beſt horſe 

this uſe is the Arabian Barbary, or his 
Baſtard ; not but Gennets are good, but the 
Turks much better. 


Having laid you down all theſe ä 
r 


— 


as Of Racing. 

for ordering your: Racer, from his taking op 
to the day of his running, I hope you will 
make ſuch good Lu that if upon 
an match | m 

on the - heels of Je Horſe 22 
be ſhall be ſo far from kicking away his Ma- 
ſers ſtake, that the nimbleneſs of his feer ſhall 
make it double. 


I might here inſert the many ſubtilties and 
tricks there are uſed in making a Match, the 
craft of the Betters, with the knavery of the 
Riders, but that they are now too generally 
known by the woful experience of too mary 
Kacing-loſers, 


CHAP, 


. 
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CHAP, XXXVI. 
Of ARCHERY. 


A „s it is 2 recreation, ſo it hath 

been hererofore, and is ſtill in ſome 
parts of the World very uſeful in military 
affairs, but now quite laid aſida by Exgliſt 
men for fighting, there being found out more 
dextrous and ſpeedy ways to kill and deſtroy 
one another. 


Yet it is not ſo laid aſide, but that it is 
uſed by ſome for paſtime, cither at Buts or 
Rovers, and ſhould not be forgotten by Ci- 
tizens, as appears by the continuance of that 
ancient cuſtom for every Lord Mayor to fee 
the prize performed by ſhooting annually with 
the pound Arrow. 


Certainly this ſhooting in the long Bow is 
very healthfal for the body, by extending the 
Limbs, and making them pliant; and it hath 


| been neceſſary for a Commonwealth, in the 


defence and preſervation of the Country ; 

bur fince it is ſo little uſed now adays, I ſhall 

abbreviate my diſcourſe. 

4— are A. _ to be obſerved for 
in the Long - bow. 

rk L3 Firft, 
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Firſt, He muſt have o_ eye to behold 
and diſcern his mark; knowing-judgment 
to underſtand the diſtznce of ground, to take 
the true advantage of a ſide· wind, and tg 
know in what compaſs his Arrow muſt fly 
and a quick dexterity, to give his ſhaft a 
ſtrong, ſharp, and fudden looſe, | 


Secondly, He muſt in the action it ſelf 
ſtand fair and upright wü his body; his left 
foot a eonvenient ſtride before his right, both 
his hams ſtiff, his left arm holding his Bow 
in the midſt, ſtretcht * out, and his right 
arm with his firſt three fingers and his thumb 
drawing the ſtring to his righr ear, the notch 
of his Arrow reftiog between his fore- finger 
and wida le- his right hand , and the 
ſteel of his Arrow below the frqthers upon 
the middle knuckle of his fore-fnger on his 
leſt hand; he ſhall draw his Arrow cloſe up 
to the head, and deliver on the inſtum, with- 
out hanging on the ſtring. | | 


The beft Bow is either Speis or Frgh 
Yew ; the beſt Shaft is of Burch, Sugar-chetl, 
or Brazel, and the pelt Fearders -gray of 
e N 


There are three Marks to ſhapt m, Buty, 
„ . 


The 


LEE 


—— 


8 
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The firſt is a level mark, and therefore 


muſt bave a ſtrong Arrow with a broad 
her, 


The ſecond is a mark of ſome compaſs; 
yet moſt certain in the diſtance, therefore 
you muſt have nimble ſtrong Arrows, with 
« middle feather , all of one weight and fly- 


ing. 


- The laſt, which is the Rover, is uncertain, 
ſometimes longer, ſometimes ſhorter , and 
therefore requires Arrows lighter or beavier, 
according to the diſtance of ſhooting. 


If you want ſtrength, by debilitation in 
the Arm or Back, you may reap the ſame 
pleaſkre by uſing the Croſs - Bow, with 
which you may ſhoot at But, Pricks, or 
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CHAP. XXXVII, 
Of Cock-Fighting. 


(= is a ſport or paſtime ſo full of 
delight and pleaſure, that I know not 
any Game in that reſpect is to be preferred 
before it, and fince the Fighting-Cock hath 
gain'd fo great an eſtimation among the Gen- 
try, in reſpeR to this noble recreation I ſhall 
here propoſe it before all the other Games 
of which I have afore ſuccinctly diſcourſed, 
that therefore I may methodically give in- 
ſtructions to ſuch as are unexperienced, and 
' add more knowledge to ſuch who have ak 
ready gain d a competent proficiency in this 
— 1 Art, I ſhall as briefly as I can give 
you information how you ſhall chuſe, breed, 

diet the Fighting Cock, with what choice 
— $ are thereunto belonging, in ordex 
thus. 92 
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Of the Choice of the Fighting-Cock, 


N the election of a Fighting-Cock there 
1 are Four things principally to be conſi- 
dered, and they are Shape, Colo, Canyage, 


and Sharp-heel. 


Firſt, as to bis ſbape, you muſt not chuſe 
him neither too ſmall, nor too large , the 
frſt is weak and redious in his fighting, and 
the other unweildy and not active, and both 
very difficult to be matched ; wherefore the 
middle-fiz*'d Cock is the proper choice for 

purpoſe , being eaſily matcht, and is 
Goth ſtrong and nimble. 


His Head ought to be ſmall, with a quick 
large eye, and a ſtrong. back, and (as Maſter 
Car obſerves) muſt be crookt and big 


zt the ſetting on, and in colour ſuitable to 


the plume of his Feathers, whether black, yel- 
low'or reddiſh, c. The beam of his Leg 
muſt be very ſtroog, and according to bis 
glume, blew, gray, or yellow, his Spurs tough, 
long, and ſharp, a little bending and looking 


| Secondly, his Colour ought to be either 
gray, 
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„ yellow, or red, with a black breaft , 
— PEST there are many other colour 
pyles very excellent good, which you muſt 
find out by practice and obſervation, but the 
three former by the experience of moſt found 
ever the beſt, the pide pyle tnay pals indiſſe- 


rently, but the white and dun are rarely found 


good for any thing. 


Here note, That if your Cocks neck be in- 
veſted with a. ſcarlet complexion it is a fi 
he is. ſtrong, luſty and couragious, but on t 
contrary, if pale and wan, it denotes the Cock 
10 be' faint, and in health defeRive, 


- Thirdly, you may know his courage by his 
proud upright ſtanding , and ſtately tread in 
walking, aod if he croweth very frequently 
in the Pen, it is a couragious demonſtration. 


- Fourthly and laſtly, his narrow-heel or 
ſharpneſs: of heel is known no other-wiyy 
than by obſervation in fighting, and that is, 
ben upon every rifing he ſo hits that he 
extracts blood from his opponenr, gilding hit 
Spurs :cominually and every blow t 

immediate death to his adverſary. 
Here note, That it is the opinion bf the 
beſt Cock. Maſters, that a ſharp-heel'd "Cock 
though he be ſomewhat falſe, is better that a 
rye 
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ft. | erve' Cock with 'a dull heel; and the reaſon 
* is this, the one fights long but ſeldom wounds, 
ſt | the other carrieth a heel ſo fatal that. every 
the | moment produceth an expeRation of the Bur» 
und | tails concluſion , and though he is not ſo har- 
fe- | fy as to endure the utmoſt hewing, ſo com- 
und monly there is little occaſion for it, being 2 
quick diſpatcher of his buſineſs ; now ſhould 
our ' Cock prove both hardy and narrow- 
I'd, he is then the beſt Cock you can make 
choice of, 


. To conclude , make your choice of ſuch a 
one that is of Sb ſtrong, of Colour good, 
of Valar true, and of Heel ſharp and ready. 


385% 5 
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How to breed 4 Cock of the Game. 


W Hatever you do, let your Hen be of 
a ' © good —ů— — to fay; 
| ly plumed, as black, brown, , gray, 
245 & yellowiſh, theſe are the 0 
proper colours far a Hen of the Game; and 
i ſhe be tufted on the crown it is ſo much 
the: better, for that. argues and reſo- 
ien, and if ſhe have the addition of wea- 
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Let her body be large and well poked be. 
hind for the production of large Eggs; you 
will do well to obſerve how ſhe behaveth her 
ſelf to ker Chickens, whether friendly or fro- 
wardly, and take eſpecial notice of ber car. 
ringe and deportment among other Hens, if 
ſhe will receive abuſes from them without re- 
venge, or ſhow any thing of Cowardice, va- 
lue her not, for you may aſſure your ſelf her 
Chickens will be good for nothing, | 


By the way take this obſervation, confir- 
med by the opinions of the beſt Cock- Maſter: 
both ancient and modern, that a right Hen 
of the Game from a Dunghill-Cock will bring 
forth very good Chickens, but the beſt Cock 
from a ill. Hen will never get a Bird 
that's fit for the Game: wherefore if you intend 
to have a good breed get perſect Cocks for 
* your perfect Hens. | 


he beſt: ſeaſon for breeding is from the 


encreaſe of the Moon in Febraary, to the en- 


creaſe of the ſame in March. Let her Neſt 
be ſo placed that ſhe may not be diſturbed 
by the ſight of any other Fowl, which fre- 
quently ſo raiſeth her choler that the Eggs are 


in —_ danger; let the compoſure of het 
Neſt be made of ſoft ſweet ſtraw, and let it 
ſtand in ſome warm place, for ſhe js 2 Bird 
that is very tender, | 


The 
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| » The next thing that you are to obſerve is, 


whether ſhe tura her Eggs often or nor, if 
the is remiſs therein, you mult ſupply her du- 
ty, but if ſhe fave you the labour, prize her 
more than ordinary, And that ſhe may not 

le too far from her Eggs — neceſſi - 
tated to ſeek abroad for food, ſo cool 
her it will be altogether neceſſary for 
— ſet by her ſuch neceſſary food as you 

think fit with ſome fair water; and that 
ſhe may bathe and trim her ſelf at her plea- 
ſure : in the place where ſhe ſiteth let there 
be ſand, gravel and aſhes finely ſifted. 


The Hen hatcheth her Chickens commonly 
after one and twenty days; obſerve in the 
baching to take thoſe newly hatched, and 
wrapping them in wool keep them warm by 
fre · ſide till the reſt are diſcloſed; being all 
hatcht put them under the Hen, and be ſure 
wo keep her warm, and ſuffer not your Hen 
and Chickens to ſtraggle abroad till they are 
above three weeks old ; and let the room 
wherein they walk be boarded, for all other 
Flours are either too moiſt or too cold. 


Let their Walk be in ſome Graſs-court 
Green-place, after * a month old, t 
they may have the benefit of feeding on 


Wagms, and now and then to ſcowre them- 
felves with Grafs and Chick-weed, but be 
care 
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careful they come not near Puddles of filthy 
places, for they engender in birds of this na- 
ture venemous diſtempers, which commonly 
ove fatal; for the prevention of ſuch ma- 
ies by way of antidote give them ey 
—_— before they range abroad, the blades 
of Leeks chopt or minced ſmall and mingled 
among their uſual diet; alſo it will be requi- 
fire 10 perfume their room with burnt Peny- 
royal or Roſemary. 


Obſerve to take this courſe till their Sexes 
are diſtinguiſhable ; as ſoon as rhe Comb or 
Wattles are diſcernable, or plainly viſible to 
the eye, cut them away, and anom the fore 
place with ſweet butter, till it be whole: 
The reaſouns why their Combs or Wartled 
ſhould be cur fo foon, are theſe, Firſt if you 
Jet them grow till they arrive to their full 
bigneſs, and then cut them, there will follow 
x great flux of blood, and the Jealt loſs of 
blood in feather'd fowl is very dangerous; 
if much, frequently mortal; moreover to let 
them grow thus, cauſeth gouty thick heads, 
with great humps ; whereas if you take them 
off betime as aforeſaid, they will have heads 
finely fmall, fmooth and fender. 


The. time of the ſeparation of the C6ck- 
Chickens is when they begin to fight with 
and peck one another, ul! which time you 

may 
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may let them walk with the Hen promiſcs- 
ouly together, but afterwards let their Walks 
de apart, and that Walk is beſt where he 
_—— and privately enjoy his Hens 

| the diſtarbance and annoyance of other 
Cocks, for which purpoſe walks at Wind- 
mills, Warer-mills, Grange-houſes, Lodges in 
Parks, and Coney-Warrens, are very good 
Walks, but that the later is ſomewhat 
rous, being too frequently haunted with Pole» 
cus, and other vermin, 


Let the place. of feeding be as near as you 
can on foft dry ground, or on boards if che 
place be harder, as on paved earth, or floors 
plaiſter d, it will ſo weaken and blum their 
beaks, that they will be unable to hold fafl. 


Here note, That any white Corn is gded 
for a Cock in his Walk, and fo are white- 
bread toſts ſteeped in drink, or man's urine, 
which will both ſcowre and cool them in- 
wardly. | 1 


Let not above three Hens walk with your 
Cock, for ſhould you ſuffer more, they will 
tread too much by reaſon of the heat of their 
nature, and by often treading they will co 
ſume their ſtrength}, and become ſo debilira- 
ted; that though they have courage enough, 
yet they have not ſtrength to perform their 
227 parts 
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parts as they ought, to do in à battek 


Obſerve the crowing of your Chickens , 
if you find them crow too ſoon, that is be- 
ſix months old, or unſeaſonably, and that 
their crowing is clear and loud, fit them as 
ſoon as you can for the Pot or Spit, for they 
are infallible ſigns of cowardiſe and falſhood: 
on the contrary the true and perſect Cock is 
long before he obtains his voice, and when 
he hath got it, obſerves his hours with the 
beſt judgment. 


Suffer not your Cock 10 fight a bartel till 
he is compleat and perfect in every member, 
and that is when he is two years old; for to 
fight him when his Spurs are but warts com- 
paratively , is no ſign of diſcretion, for you 
may then probably know his valour and cou- 
rage, but you cannot know his worth and 
goodneſs, 


In eſpecial manner take care that your 
Cocks rooſting-Perch be not too ſmall in the 
gripe, or ſo ill placed that he cannot fit with. 
out ſtradling, or if it be crooked it is bad, 
for by thele means, a Cock will be une ven 
heel d, and conſequently no good ſtriker; and 
know that a Perch either maketh or marreth: 
a Cock; to remedy or prevent ſach faulis, 
is to have in your rooſt à row of liule — 
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ches about eight inches in length, and ten 
inches from the ground, that the Cock may 
with more facility aſcend, and being up, is 
forced to keep his Legs near together; and 
here take notice of this maxim amongſt the 
belt C vc. breeders, That the Cock which 1 4 
cloſe fitter, is ever 4 narrow ftrikgr, 


Let the foot-ſtool of the Perch be round 
ind ſmooth about the thickneſs of a man's 
arm, or if you will have the beſt form for 
a Perch, go viſit the houſes of the moſt skil- 
ful Cock- maſters, and from them all gather 
what is moſt neceſſary for your . purpole by 
waking inſpection into their feeding-pens and 
other places, and let the ground underneath 
the Perch be ſofr, for otherwiſe when be 
leaps down, he will be apt on a rough and 
hard ground to hurt his feet, inſomuch that 
they will grow knotty and gouty; 


Of dieting and ordering 4 Cock fer 
Battel. 


N the — and ordering of a Cock for 
Battail conſiſteth all the ſubſtance of pro- 

t and pleaſure ; and therefore your cynning 
Cock-merchants are very cautious of diyulg- 
ing the ſecrets (as they call them) of diet- 
181 Th 1 
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ing, for on that depends the winning or lo- 
ſing of the Bartel , they knowing very well 
that the beſt Cock undiered is unable to en- 
counter the worſt that is dieted; let other: 
de as rdly as they pleaſe of their expe- 
rience obſervations , for my part I. ſhall 
be free and ſcorn to conceal any thing that 
—— to the propagation of the art and 
myſtery of Cock. fighting ; wherefore as to 
the dietivg and — 2 * fighting Cocks 
take theſe Inſtructions following. 

The time of taking up your Cocks is 2. 
bout the latter end of Azg»#, for from that 
time till the latter end of CAay Cocking is 


ſeafonable and in eſt, the Summer ſea-' 


—— being improper by reaſon of its great 
t. 


Having taken them up, view them well, 


and ſee that they are ſound, hard feather'd, 


and full ſomm'd, that is having all their fea- 
thers compleat, then put them into ſeveral 
pens, having a moving Perch therein, to ſet 
it at Which corner of the perch you think 
moſt convenient; the faſhion and form of 
theſe pens you may have at the houſe of any 
Cocker, and therefore 1 ſhall give you no 
dire&ions how to make them; only be advi- 
ſed to keep your Pens clean, and let not your 
Cocks wart either meat or water, 


3. 2-3- -- & 


2 


For | 


gs Sar 


| 
4 


Of ci wy © 
"For the firſt four days after your Cock is 
pend ; feed him with the cramb of old Man- 
thet cut into ſquare bits about a handful at a 

me, and feed him thrice. day therewith, 
that” is ar Sun-rifing, when the Sun is in his 
Meridian, and at Sun-ſetting, and let his wa- 
ter be front the toldeſt Spring you «an get 
K. 

Having fed your Cock this four days, of 
fo long till — think he hath g' hitafelf 
bf his corn, worms, gravel, and other coarſe 
. Jfeeding, then in the morning take him out 
that Jof the Pen and let him Sparr a while with 
B 1s Janother Cock, Sparring is after this manner: 
ſez {Cover each of your Cocks heels with a pair 
rext ef Hote made of bombaſted rolls of Leather, 
ſo covering the Spurs that they cannot bruiſe 
er wound one another, and ſo ſetting them 
' {down on ſtraw in a room, or freen-grafs a- 
road, fer them fight a good While, but by 
90 means ſuffer them to draw blood of one 
other; the benefit that accrues hereby is 
this, it heateth and chafeth their bodies, and 
hink Ji breaketb the fat and the glut that is with 
a of [ik them, and adapts it for purgation, 


Ss EF 


' any 1 
| n0 Having ſparred as much as is ſuſficiett, 
dvi- fich you may krow when you fee rhent 
your and grow weary, then take them up, 


bd faking off their Hotr give tbem « Bis- 
| SR. 
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phoretick or ſweating after this manner: You 
muſt put them in deep ſtraw-baskets made for 
the purpoſe, or for want of them take a 
couple of Cocking-bags and fill theſe with 


ſtraw half ways, then put in your Cocks fe. 


verally, and cover them over with ſtraw 10 
the top, then ſhut down the lids and let them 
ſweat ; but do not forget to give them firſt 
ſome white Sugar-candy, chopt Roſemary, and 


Butter mingled and incorporated together, let 


the quantity. be about the bigneſs of a Wal- 

nut, by ſo doing you will cleanſe him of his 
reaſe, increaſe his ſtrength, and prolong his 
reath, 


Towards four or five a clock in the even- 
ing take them out of their Stoves, and having 
lickt their eyes and head with your tongue, 
put them into their Pens, and having fil ed 
their Troughs with ſquare-cut-manchet, piſs 
therein, and let them feed whilſt the Urine is 
hot; for this will cauſe their III. 
work, and will wonderfully cleanſe both head 

and body. 


Aﬀer this, diet your Cocks with a Bread 
made after this manner: Of Wheat-meal, and 
Oat-meal Flower, take of each a Gallon, and 
knead them into a ſtiff paſte, with, Ade, the, 
whites of half a ſcore Eggs, and ſome Butter; 


baving wrought tbe Dow very well, make ® hi 


into 
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imo broad thick Cakes, and when they are 
four days old, cut them into ſquare pieces 
I vill not adviſe you to uſe (as ſome impru- 
"Gently do) Liquoriſh, Anniſeeds, or rather 
| hot Spices among your foreſaid Ingredients , 
for they will make a Cock ſo hot at the 
heart, that upon the coneluding of the Battel, 
he will be ſuffocated and overcome with his 
own hear, In ſhort, that food is beſt which 
is * moſt conſentaneous to his own natural 
feeding, a | 


The ſecond day after his ſparring, take your 
Cock into a fair green Cloſe, and having a 
Dunghil Cock in your arms, ſhow it him, 
ard then run from him, that thereby you may 
imice him to follow, you permitting him 10 
have now and then a blow, and thus chace 
him up and down about half an hour; when 
he begins to pant, being well heated, take 
him up and carry him home, and give him 
this ſcouring ; take half a pound of freſh But- 
ter, and beat it in a Mortar with the leaves 
of Herb of Grace, Hyſop and Roſemary, till they 
all look like a green Salve, give him thereof 
Ja piece as big as a Walnut, and then ſtove 
him as aforeſaid till evening, and then feed 
him according to former preſcription. 


| The next day let him feed and reſt, and ſpar 
Mig the next day after , thus do every other 
M 3 day 
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day for the firſt — either ſparring or 
c bug, and after every heat a ſcowring, which 
will keep him from being faint and purſie. 


Feed him the ſecond fortnight as you. did 
the firſt, bur you muſt ge Hy him or chaſe 
him above twice a week, obſerving ſtill, that 
if you heat him much, you muſt ſtqve him 
long and give him a greater duct b of ſcow- 
ring. When well in breath, {light hears, ſmall 
ſcowrings, and little ſtoving will ſerve the 
turn, 


The third fortnight (which is à time ſuffici - 
ent for ordering a Cock for the Battel) yoy 
mult feed bim as aforeſaid, but you mult not 

er him at all for fear of making his head 

re, but you may moderately chaſe him twice 
or thrice in that time as aforeſaid, then give 
him: his ſcowring rolled well in brown Sugar- 
Candy which will prevent the ſcowring from 
making the Cock ſick; now may ygu let him 
fight, having firſt let him reſt four days, ob- 
ſerving that he come empty imp the Pit. 
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The right way of Cock-matching, 


O all things have a ſpecial care how you 

| match your Cock , for ſhould you\feed 
your Cock with never ſo much circum 
care and prudence, it will avail nothing if 
your Cock be over-matcht. 


In matching, rake notice of theſe two 
4 Fre firſt, the length of Cocks, ſecondly, 
the ſtrength of Cocks; for the length, if your 
Adverſaries Cock be too long, yours ſhall 
hardly catch his head, and ſo be incapable of 
indangering eye or life , and if he be the 

r, he will overbear your Cock, and 

not ſufter him to riſe or ſtrike with any ad- 


vantage, 


The length you may judge of by the 
when 15 + 1, the ock by the * 2 
make him {hoot out his legs, in which poſture 
you ſhall ſee the utmoſt of his hejght, and ſa 
compare them together, being berein gover- 
ned by. your judgment, his ſtreogth is known 
by the. thickneſs of his body, Take, this for 
3 Rule, That 4 Cock is ever held the ſtrong- 
eſt, which is the largeſt in the gartb. 


M 4 You 
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You ſhall know the dimenſion of the garth 
by the meaſure of your hands, griping the 
Cock about from the points of your. great 
finger to the joynts of your thumbs, and ei- 
ther of theſe advantages by no means give 
your 8 . if you doubt loſs in the 
one, be ſure. to gain in the other: for the 
weak long Cock will riſe at more 'raſe, and 
the ſhort ſtrong Cock will give the ſurer 
blow. | 


Hyw to prepare Cocks for Fight. 


Ince all Cocks arg not caſt in one mould, 
the advantages on either fide muſt be re- 
conciled by matching ; and having made an 
ual Match as near as you can, you muſt thus 

prepare bim to fight : 1 
Firſt, with a pair of fine Cock · ſhears cut all 
his main off cloſe unto his neck, from the head 
to the ſetting on of the ſhoulders ; Secondly, 
clip off all the feathers from the tail cloſe to bis 
rump, the redder it appears the hetter is the 
Cock in condition. Thirdly , take his wings 
and ſpread them forth by the length of the firſt 
riſing feather, and clip the reſt {lope-wiſe with 
ſharp points, that in his riſing he may there, 
with endanger an eye of his adverſary, Fourth- 
ly, ſcrape, ſmooth, and ſharpen his Spurs with 
a pen- knife. Fifthly and laſtly, ſee that there 
be po feathers on the Crown of his head 
| is 
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his ad verſary to take hold of; then with yout 
ſphile, moiſtning his head all over, turn him 
into the Pit to move his fortune. 


How to order Cocks after Battel, 4nd how 
to cure wounds. 


He Battel being ended, immediately fearch 
your Cocks wounds, as many as you can 

find, ſuck the blood out of them, then waſh them 
well with warm ur ine, and that will keep them 
from rankling; after this give him a roll or 
two of your beſt ſcowripg, and fo Rove him 
up as hot as you can for that night; in the mor- 
ning, if you find his head ſwelPd , you muſt 
ſuck his wounds again, and bathe them again 
with warm urine, then take the powder of 
herb Robert, and put it into a fine bag, and 
pounce his wounds therewith ; after this give 
him a good handful of bread to eat out of warm 
urine, and ſo put him into the ſtove again, and 
let him not feel the Air till the ſwelling be 
fallen. | " 


If he hath received any hurt in his eye, then 
take a leaf or two of right ground Ivy, that 
which grows in little tufts in the bottom of 
Hedges, and hath a little rough leaf; I ſay, take 
this Ivy and chew it in your mouth, and ſpit 
the juyce into the eye of the Cock, and — 

or Wi 
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werll — only eure 1 mn Malady, but pre- 
vent the growth of Films, Haws, Warts, or the 
luxe, deſtructiye to the eye · fight. 


II after you have put out your wounded 
Cocks to their Walks, and viſiting them a 
Mom or two after, if you find their 
head any ſwollen bunches hard and blackiſh at 
one end, you may then conclude in ſuch bun- 
ches there are unſound cores, which muſt be 
opened and cruſht out with your thumbs ; 
and after this, you mult ſuck out the corrupti- 
on, and filling the holes full of froſh Butter, you 
need not doubt a Cure, 


Cares for ſome Diflempers in 4 Cock, 
Chick, or Hen o'th' Game. 


"THe Pip is 2 white thin ſcale growing on 

the tip of the tongue, by which means 
Poultry in general cannot feed, it is very viſible 
to the eye, and proceedeth from foul feeding or 
want of water it is cured by pulling oft the 
ſcales with your nail, and rubbing the rongue 
with ſalt, 


The Roup is 2 filthy byle or ſwelling on the 
rump of the Cock, Hen, &c. and will corrupt 
the whole body. It is known by the ſtaring 


and turning back of the feathers. For the 
11 22 2 7 OY cure, 
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cure, yon muſt pull away the feathers, and 


opep the ſore to thruſt our the core, then waſh 
— 8 with water and ſalt, the Cure is ef- 
ected. 


Tf your Cock or Hen have the flux which 
hapneth by eating roo much moiſt meat , you 
may cure them by giving them fcatded Peaſe- 
bran; but if they cannot mute, anoint their 
vents, and give them corn ſteept in Man's 
Urine. 


Lice is a common infirmity among them, 
proceeding from corrupt food, or for want- 
ing of bathing in Sand-Aſhes or the like; this 
Malady you muſt cure by taking Pepper beaten 
to powder , and mixing it with warm water, 
waſh them therewith, If they are troubled 
with ſore eyes, take a leaf or two of ground- 
Ivy, and chawing it well in your mouth, ſpit 
the juyce thereof into their on and it will 
preſently heal. What other infirmities are in- 
cident to theſe Birds of Game I ſhall leave, 
and their Cures, to your own practice and 
obſer vation. 
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An excellent and elegant Coe k of 
Vzxszs upon two Coct fighting, 


by Dr. R. Mila. 


| 8 O you tame Gallants, you that have 4 name, 
Ang would accounted be Cocks of the Game; 
That have brave Spurs to ſhew for t and tancrow, 
And count all Dunghill breed, that cannot ſhow 
Such painted plumes as yours, which think ot vice 
With Cock.like luſt to tread your Cockatrice , 
Though Peacocks,Woodcocks Weathercocks you be 
If y are not . ocks, N are not for me. 
4 of two feather at ants will write, 
And by that means to th life to expreſs their fight, 
Muſt make his ink the blood whichthey did ſpill. 
end from their dying wings muſt take his quill, 
No ſeqner were the doubt ful people ſet, | 
The match made up, and all that would had bet, 
But ftraight the shilful Jndges of the Play 
Brought Firth their ſharp heel'd Warriors and they 
Were both in linnen bags, ag if 'twere meet, * 
Before they dy'd to have their winding ſheet.” 
eto the Pit they're brought, and being there 
Upen the Stage, the Norfolk Chanticleer 
Looks ſtontly at his ne re before ſeen foe, 
Aud like a (hallenger began to crow, 
And clap his wings as if he would diſplay 
Hi. 15 colours which were black and gray. 
Mea time the wary Wisbich walks and breathes 


Hit active body, and in fury wreathes 
* { His 


7 
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His comely creft , and often looking down; 
He beats his angry beak; upon the ground. 
T his done, they meet, not like that coward breed, 
Of &ſop's ; theſe can better fight than feed. 
The) ſcorn the Dunghil , 71. their only prize, 
To dig for Pearls within each others get. 
They fonght ſo nimbly that 'twas hard to know 
To th thilful whether they did fight or no, 
If that the blood which dy d the fatal floor 
Had not born witneſs of t. Tet fought they more, 
As if each wound were but a ſpur to prick 
T beir fury forward. Lightmng's not more quick 
Or red, than were their cen; twas bard to know ' 
Whether tas blood or anger made them ſo. 
n ſure they had been aut, had they not ſtood 
More ſafe being wall d in each others blood, 
Thus they vy d blows , but yet, alas at length, 
9 their. courage were full try d, their 

rengt 
And bload began to ebb, Tou that have ſeen 
A watery combat en the Sea, between 
T wo angry rearing boiling billows, how . 
They march and meet and daſs their curled brow, 
Swelling like graves, as though they did intend 
T intomb each other, ere the quarrel end 
But when the wind is down, and bluſtring wea- 
ther, 
T hey are made friends, and ſweetly run together, 
May think theſe Champions ſuch , their blood 
rows low, 
And they which leapt but now, now ſcarce can go, 
For 
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For baving left ti advantage of the heel, 
Drank with each others blood, they only veel , 
Aud jet they would fais fight; they came fo near 
Merbong he they meant into each others ear 
To whiſper wound; and when they conld not riſe, * 
T hey lay and looks blows int each others epos. 

But now the Trapick part! eAfter this fit 

When Norfolk Cock had get the beſ of it, 

And Wisbich ! «djing, ſo that none, 

T hongh ſober, but might venture ſeven to once; 

Contracting, like a dying T ayer, all 

His ftrength, —_— with the blow ro fall, 

He firaggles up, and having taken wind, 

Ventures a blow, and frites the other blind, 

And now poor Norfolk having loft his eyes, 

Fights, guided only by antipathies, 

With him, alas, < Proverb is not time, 

T he blows bis eyes n re ſaw, his heart maſt rac. 

At = by 1 be flumbling on y foe, 

Not ing ary firength to give a blow, 

He Prog bin with his — head, 

_ makes his Conquerors wings his feather- 
ed. 

His friends ran in, and being very chav), 

Sent in all haſte to call a Pothecary ; SW 

But all in vain, his body did ſo bliſter, 

That 'twas not capable of any cliſter. 

Phyfick's in vain, and "twill not him reftore. 

eAlas poor Cock he was let blood before. 

T hen finding bimſelf weak, op ning his bill, 

He calls a Scrivener, and thus makes hi; Will : | 
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Imp, all, let never be forgot. 
1 
Decently to be bail d, and for it: Tomb 
Let it be butied in ſowe hungry Womb. 
Item, For Execmors Tle have none, 
But bs that on ſide laid ſeven to one, 
And, like a Cent that he — live, 
To him aud to bis heirs, my Comb I give, 
Together with my brains, that all may know, 
That oftentimes his brains did uſe to crow, 

_ For comfort of wy we 0 
Whoſe wives complain of let them have 1. 
Fer 2 — light, it is my r 


n Feathers male 4 Fan. And for my Bill 


Tie give a Taler: but faith tis ſo ſhort 

1 am afraid hel rather curſe me for t. 

And for that worthy Doctors ſake, who meant 

To = we 4 Cliſter, let my m be ſent, 
altly, Becauſe I find my ſelf decay, 

T yield and give to Wisbich Cock the Day. 


